








Dfrun 


> 



PUBLISHER 

TIM LINDQUIST 

AUTHORS 
ftLICm ASHBY 
THOMAS UUILDE 

TRANSLATOR 

ELIZABETH ELLIS 

DESIGNERS 

MIKE DALLAS 
TIM LINDQUIST 

LAYOUT ARTISTS 

BOLL CREATIVE 
TIM LINDQUIST 

E D I T O R 

THOMAS UJ3LDE 

SPECIAL THANKS 

DENNIS LEE 
CHARLES MURAKAMI 


<• l«8ti 2(JCi itONAMI ‘ KUNAM[* and *CASTl.EVAri IA" are -entered trademarks of KONAMJ LO^rOfcATEON. ‘eASTLEVANlA Omm 
of Sorrcw'’ is a trademark of KOflftPrU £Dfi.HUKA I idfi. 

H ie Oifeiel Strategy Guide oriainal content •£■ 1405 by DoubleJurnii Fuklisl-ini;. Inc. ‘‘DaubleJ jinp',. * Dcukledunip Bonk* 1 ' end die 
DCTjUfJtimp Bock? fOGO CT-t: trademarks or nfgl^t^i? of Dcnit^Jcmp niftllEhlnfJ,, Inc. All right? reSffVdb. NO pa r t pf thif 

Hook may Hr repnpduprrt <sr rmsm Hcd In <viy foim V fcy ?ny mean's, elecirwiic V in«han«?l, mtlvtpng phclOCOFying, recording, (T 
by any iRfcrma'im stcraye cr rstreeal system mChmiJt pyrilten permsciDn freer DdiialeJ-imp Pub chnp, [nc. DaupleJjnp ficoks is a 
drvibcm cf Dcpt^uTp Publiihiir::), 3n:. 

DoubiefuTp Puolishiryj, Inc aid the author^ have made every effort t& ensure diat ihe information contained ffiis back. Is 
accurate. Howrwr, the qualifier makes no wanvyity, either expressed cr uralied, ns ® tne accuracy, effectiveness, or c g m pie ta nest 
of the mntenai in bus bcok" nnr boss the p..b. shrr assume liability for dan.ages, either incidental cr cnnierjunrili.il^ chat nary result 
from Liir.y ihe nfoiuietion in tide book. Ql^l.iciis regarding operation of the game software and hwiSarare a baud be of re: led lo die 
iujjpar'f riLrubeis pi svideC by (ha uairie end denie ineriufetljureri; in Iheii dbcUmen'IaLim. 

ISPN g-5'7dS7OT-T.in 

Prirted in Ihe Unfed States of America 



&I05 / e 

E R S I C S 14 

EQUIPMENT / 14 
MR >31 CFlL STRIKES t IS 
WEAPONS t 1 6 
MIND POINTS / El 
MONEY y SI 
MONSTER SOULS S EE 

PULLET SOULS r l 55 

QLJfiRDIRN SOULS / 3 4 

ENCHANT SOULS r 1 3 4 

RfelLlTY SOULS ^ 3 4 

UU E R F O N SYNTHESIS r 1 ES 

ITEMS ? 3 '3 
SflWE ROOMS y 30 
TELEPORT ROOMS ^ Si 
MflGIG SEALS ^ 31 
WALKTHROUGH ^ BE 
LOST UILLRGE / 3E 
ULUZAORY LAB / 3=7 
GRRDEN OF MR D NESS & DARK CHRFEL / 43 

DEMON GUEST HOUSE y E6- 
SUBTERRRNERN HELL i 6 6 
CONDEMNED TOWER / 7S 
CURSED CLOCK TOWER / S4 
SILENCED RUINS y 93 
THE PINNACLE / 9S 
THE NEUU DARK LORO y 107 
MINE OF JUDGEMENT / IIS 
ABYSS / 13 6 
HARD MODE t 137 
BESTIARY y 140 
LISTS y 1 3 5 
EXTRAS / £06 
ENEMY SET MODE 7 £06- 
BOSS RUSH MODE / 209 
SECRETS £ SPOILERS / £30 
JULIUS MODE WALKTHROUGH / £30 
UNIQUE MAGICAL STRIKES / ££6 
HIDDEN STUFF / £30 
FAN INTERVIEW 7 £49 


N TEN 



Ctjarattcr 3trtnrtiurti<ms 



OllL year agn? ^onin wa* a t olk^e 

iin c.vt luiig'c program to j^paiL 1 Hiring' .1 


ironia 


o* plcured 


iwovered 


iiioiiiliL L r W* s 


f ?ij 1 lJ ^ (3 


ie I’LNJicarnrti irpii c>( L uimt I ''i iU'i ila 


llL‘ flllO 


Ni'.n mi. i $ power mu o asam ana esc 
from HravulaWaglle. Ag Iw clicl go. 


riniia was (pm tv a jjiirn an 


|K)WC [- 


Xuw, Stunn's bfconii? l fu . 1 lar^t'l I lit 1 p]»ls 
of an evil cull, t .ill eel Willi lJtfli.t, Vflt-r lliey 
attack Ii i in ami Mina, Senna resolve* lotakv 



W/s 

1 * / 

IIl U \ 

V 

3 

'<Va 

Neil. j 

\ 


















] he I ic j J of t Ei o cult Wit 1 1 C clia 

preaches that in order for Ciod to lie a I orce 
id .l hs: 1 1 ■ i it? cViod, there ieiimI ..iIM- c■ tie ,i It irc.’e 

id aEx» dot v evil. 11 iluerf n I won? hip dirt! 
force. exactly; it mi! re I y he I tt?v e? that it.-; exi:?- 
tfin:v necessary.. ami i.f prepared In do 
whatever it lahcs to relnnl it to existence. 


I n rc l l . 


To L l l J iti 's in in d f I trjiculn was that h 
Viler die learned id In'.d.bm |nries, (lie man 
who I iul i rvi'J lie w ,i •: the rei mam alii pti id 
I h'acuJa, Celia hatched a plan to twU 1 ii 
new dftrh lord. 


Hid y people who wire horn Tj 3 Lite 

inniiiL'ntal t)r.n iih; final del eat, are ca nd i - 
dales l.o k'amK 1 Ids replacement, f ‘ lie has 
recruited 1 wii ol the 111 r Ha rm ci lie 11) imitrii, 
to carry her I dan lit I Tuition. Whet he J' it s l>> 
driving Soma tu emlirnoe the path of evil, or 
hi 11 i 11 |j" him .Mid pin moling one of her allies, 
( elia will stop al n nth in^j to hri iiij I Jf.ti'LiJ.i 
liaeh lo menace the vtnrld- 












J u 

1 f 

'l flj 















!l ]>t>WU 


In ti n ted tine un 
C omit Drac leJi 


a i if i 


espccia llv 


years 


ms, iu 


vampire lumle-rs, why lnuiJtv enuetl 

Ins Ici theI v's simple .1 gainst Didtul. 

in iy<w. when M ina s father sealed 
Dim cilia's! castle inside a solar eclipse 


Kjlluwmg DraVldas banishHtCUl, 
Julius losL Ins memory lor tlii tiy-si 
years, lie only regained il when lie 
reentered I ) r.utiLVs rattle in 2035 


a 1 nl rerlaimeu the Vampire hi Met 
A ti e r Sonia proved lie would not 
keen me l lie next dark lord, ] 11 litis 
became his friend. I Ijc?c days, lie 


lurch, usii.i 


SU0l]3nQ0JjUjf iJ|3lLMt?Cf3 







Cljarattcr Sntrotputtions 



nts II 


11deles is 


r ccntii 


Nl^isLl i ^ tl 


avD 


)LY II 


tj t S employe 


omumate sii|KTniturai Uireats 
lc> Illimani tv. Despite lier j(Jj r 
YcJm'p: c^iit£otit£ h relatively elieerlti 
4iui su Itoiiv^l that sliv sometimes 


Up~C.'is prop 













A rikado is an agent ror an 
mi named, top-secret tli visit) 
with111 tlie Japanese govern- 
mc-ilL I lc rilwavji So 


flVftl 


As HtHi) uiicvi l lankly revealed 
to Soma a year a^o, Genya 
AriUado is a disguise I nr Ad ria n 
Fahrenheit "Aiucard” Icties. 


tv son n 


occasion a 


laimly. I le has scaled Ins ow 
power away Ln litlp prevent 
Diaeula s i vhiisfi, aillmn^lt 
lie s j till sufot a few trie Us up 


is sleeve, 










One year a^o, 1 laminer was 
a military operative assigned 
to i nves Li flail! llic mysterious 


were 


E L.immer > hmill- 

military, to purs 


ream 


*E becoming a shopkeeper. 

W'tan he hears lhal Soma's 

leaded toward* Ctlia ? castle. 

! lanimer la^s along to provide 


Soma with moral support, 
Imd more things lie pan sc 


5mna, ( , ami In 

closer to ^ oho 

























M in a is So mas host friend.. 1 lor 
I at lit’r is (he priest at l lie ! fahuha 


I'aL'Llirl 3WA\ L 11 


Oil 111 


(ltl< 


2t iiilii run* (j 


lie loaves Pima non mil in Japan. 
She may not enter the ea st le (his 
t‘i me niit, hnl M i na hcJ c U the hey 
In Jisenvei'i li£ C elia Aild Dimitri's 











Once Mere, With Feeling 


first off, if you haven't played and beaten Castfevania: Aria of Sorrow, go do so now, 
Well wa it. 


Done? Good. That was- a great game, and Dam of Sorrow improves upon “dial 
formula, There are hundreds of abilities to unlock, rooms to explore, and more than 
a hundred new monsters to beat. 


There's so much packed into Dawn 1 of Sorrow, in fact, that itls nearly impossible to 
find it all over the course of an ordinary game, WeVe spent entire days exploring the 
castle, digging up its most deeply buried secrets and repeatedly defeating everything 
from the lowliest Zombie to the fearsome Arc Demon. 


Now, your turn. Take the phone off the hook and put the Cat out. We've got a 
castie to explore, 


This is as good a place to start as any. 
Dawn of Sorrow puts a lot of focus on 
Soma's supernatural powers., but from 
moment to moment, you'll always have 
your equipment to fail back on. 


Soma can equip one weapon, one suit of 
armor, and one accessor/, each of which 
has a distinct and measurable effect on 
his statistics and abilities. Dawn of Sor¬ 
row deals with lower numbers than Aria 
of Sorrow did, so don't get discouraged 
by the comparatively small stat gains. 


The short version: the equipment works 
just like it did in Aria of Sorrow. 


It's also a lot harder to reach a point 
where you're so weII-equipped and so 
powerful that you can just steamroll the 
game. Even a high-level Soma equipped 
with the best weapons and armor is still 
going to have his hands full with the 
more powerful enemies and some of the 
bosses. Those of you who thrived upon 
reaching Lv, 99 in Aria of Sorrow have a 
much bigger challenge ahead of you 
this time. 


The long version: your equipment will 
improve your statistics, broaden your 
offensive options, and provide you with a 
fallback option when you run out of MP. 
It's tempting te neglect simple weapons 
and armor, with all of the special abilities 
that're available through your Tactical 
Souls, but your equipment is one of 
i the mast important parts of 
the game. 
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All but the cheapest arid least effective 
accessories are hidden rn the castle, 

You'll need to go out and dig them up for 
yourself. The exception is the expensive 
but invaluable Soul Eater Ring, which 
Hammer is selling for a sweet 300,000 
gold. (See The Soul Eater Ring sidebar, 
pg, 29.) 


Kunftfuria 
Jj^eranrty Robe 
t Tsa' Of Blood 


Trident 
E4ttte R** 
■KUriteuna 
Handgun 


t Mace 
I E':1.jnt 'iijsord 
1 CestuE 
1 EoDmarang 


Orirricfu Kunltsuna, a suiond said to 
have slain Qni d emtio ns. 


Finally, armor is at a premium in Dawn 
of Sorrow. Most of the better armors, 
including the powerful Demonic Mail, are 
either hidden in the castle or random 
drops from powerful monsters. 


O) £U-iitches equipment. 


Your Souls are essential, but a good 
sword or axe is no less so. 


As you explore the Garden of Madness, 
youll find the DoppeEganger Ability Soul 
(see Ability Souls, pg. 24) inside a vase. 
This Soul allows Soma to equip two 
entirely different--or identical-sets 
of equipment and Souls, which you ^ 
can switch between at just about any * 
time by pressing the X button. This 
allows you to kit Soma Out for two 
separate tasks, such as boss-fighting 
or item hunting, and switch between 
them as the situation dictates. 


You can get weapons from Hammer's 
shop, as drops from defeated 
enemies, or from hidden rooms and 
dusty corners throughout Celia's 
castle. Most weapons can also be 
improved and upgraded in Yokols 
weapon synthesis shop (see pg. 26), 


With the Do pp el ganger Soul, Soma 
becomes a lot more flexible. 


Xrarnitifl jfrom tfr $ast 


If you start a game of Dawn 
of Sorrow with a copy of 
Aria of Sorrow in the second 
cartridge slot, you'll unlock 
some bonus content. See 
pg. 239 for the details. 
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Almost every weapon in Dawn of Son-ow 
carries factory-standard with a unique 
and powerful magical attack, which 
we've called "magical strikes" You can 
use this when Soma's standing still by 
pressing A; they won't work if he's in 
mid-air, crouching, or moving. 


r- |Pf££ 


Press A to deliver a powerful 
secondary attack. 


This magical stnke usually does some 
extra damage,, and depending on the 
weapon in question, it may have other 
special qualities. Many of them will be 
familiar to veterans of Symphony of 
the Night, 

The most important part af a magical 
strike, however, is how it can be used in 
conjunct™ with the weapon's ordinary 
attack. You can press A at any time dur¬ 
ing a normal standing attack to launch a 
magical strike, which lands Itself to some 
quick and damaging combo moves. For 
example, you can swing a Katana, then 
press A in mid-het to slash twice more. 

Any weapon's magical strike consumes 
MR. The amount it uses depends on the 
weapon, but you can count on spending 
at least SO MR on a given magical strike. 



they can't be upgraded, so a dedicated Knife 
widder will stop finding bEtter weapons 
about a quarter of the way into the game. 


There's not much to recommend a Knife 
above other weapons, it's fast, but so 
are Swords and Katanas, and both of 
those have more hit power than Knives 
do. They're good for a challenge, but 
that's about it. It also doesn't help that 


When Soma's equipped with a Knife, his 
magical strike is a short-ranged thrust that 
carries him slightly forward. Itlf usually do a 
few more points of damage than the ordinary 
attack would. 




This refers to Soma's barehanded 
attacks, as well as weapons like Brass 
Knuckles, About the only things that a 
Punch has going fbr it are speed and 
blunt impact, There are quite a few 
enemies tfiat are vulnerable to blunt 
trauma, and Punches are both faster and 
require less room to work than a Mace. 
Unfortunately, Punches don't have a lot 
of ATK or range, but you can sometimes 
compensate with sheer volume. 

You can only use a magical strike with 
a Punch if you've got a weapon, such 
as a Cestus, equipped. The strike takes 
the form of a quick uppercut; the more 
powerful the weapon, the more extra 
damage the uppercut does. 



:§>toori) 


There's something to be said for the clas¬ 
sics. As you synthesize the more power¬ 
ful Swords, youTI start getting a wide 
variety of weapons that inflict elemental 
damage or have unique magical strikes. 
The Joyeuse is a particularly good 
choice,, as it's one of the only weapons in 
the game that raises your LCK. 


Hammer sells a variety of extra Swords, 
such as the Cinquedia or Kris Naga. 
These are shorter than other Swords, 
and cannot be upgraded via weapon 
synthesis (see pg. 29). 


Like a Knife, a Sword's standard magical 
strike is a slightly more powerful stan¬ 


dard slash that'll move 5oma a step 
forward. 



It's simple and it isn't flashy, but 
a Sword is a classic for a reason. 


S>toorti 


This is a nice balance between an Axe's 
raw power and the speed of a Sword. 




One of the advantages that a Great 
SwOrd has is that like an Axe or Mace, 
it swings in an art above Soma's head. 
With its greater attach speed, you can 
use the Great Sword to protect Soma 
from things that might be falling towards 
his head, such as enemy projectiles. 

A Great Sword's standard magicaf strike 
works like a Sword or Knife's; it's a pow¬ 
ered-up slash that moves Soma forward. 
However, the step forward is sutprisingly 
fast, so you can use it to recover from a 
missed swing or to nail a faster 
opponent. 






Alt damage, no speed. An Axe has a lot As you might expect, a Spear's big 

of ATK, but it's slow and cumbersome. If advantage is its tremendous range, 

you're equipped with an Axe, make sure which only gets more impressive as you 

that whatever you hit gets destroyed upgrade the weapon. Its drawbacks 

with your first shot, because it might not include a narrow hitbox-it's very difficult 
be easy to get in a second swing. to swat fireballs or fast-moving enemies 

with a Spear—and a relatively slow rate 
When you use a Axe's magical strike, of attack. 

Soma teleports to the top of the screen 

and comes down with the Axe extended. When you use a Spear's magical strike. 

This is a lot of fun to play around with, Soma usually throws a quick three-hit 

but more importantly, it does heavy dam- combo. The first two hits go high, and 
age and can be used to dodge the third hits low. It% a useful opb'gn 

incoming attacks, against tougher monsters, but since 

, f. Soma stops moving during the combo, it 


Roar! Soma smash puny monster! 


The Spear's great when you want 
to keep your distance. 


The hammers share the same advantag¬ 
es and drawbacks as an Axe, except that 
they inflict blunt damage. Their magical 
strike works a lot like a Great Sword's. 


adapter 

These are as fast as Knives, but have a 
litde bit more range. Castlevania purists 
will want to use Rapiers, since you can 
upgrade them to the Belmont-esque Whip 
Sword, and eventually the powerful Nebu¬ 
la. A Rapier's magical strike is functionally 
identical to that of a Knife, 
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Hatana 


A Handgun Offers a solid rate of ftre t but it 
doesn't have much in die way of stop¬ 
ping power. It's more or less free damage 
against many enemies, but it lacks the ATK 
and the utility of a good melee weapon. A 
bullet will keep traveling until it hits a wall, 
torch, or monster. 


Katanas don't have the hit power of some 
other weapons, but they're the fastest 
weapon^ in the game. You can often make 
up their relatively low ATK with 
multiple hits. 


Another advantage of the Katana is that, 
unlike the Spear, Sword, Axe, or Great 
Sword, you don't have to use an irreplace 
able Soul to reach its final upgrade (see 
P9- 29 )- 


The Handgun and Silver Gun share the 
same magical stake, a Quick double-tap 
that hits an enemy twice. 


When Soma uses a Katana's magical 
strike, he slashes twice, slightly faster than 
the Katana's regular attack- A creature 
must be very dose to Soma to get hit by 
the second slash. 


It turns out that s 9mm doesn't 
really bother monsters. Who knew? 


Ojiototntj capons 


With a Katana, you're trading ATK 
for speed. 


You can find or purchase a variety of 
throwing weapons, such as the Chakram 
or Tomahawk, as you explore the castle. 
They aren't powerful, but they let you 
strike an enemy from a safe distance. 
Throwing weapons don't stop after they 
hit an opponent or a wall, so you can use 
one to damage an entire now of monsters., 


Sxittbsimjj 


You can't upgrade Handguns, unfortunate 
ly. Once you buy the slightly unproved Sil¬ 
ver Gun from Hammer, you have explored 
the furthest reaches of Dawn of Sorrow's 
arsenal of firearms. 
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When you use a throwing weapon's 
magical strike, Soma tosses the weapon 
fester than usual for more damage. 


iUtommfnijitticmsi 


All in all,, we have to recommend that 
you stick wth an Axe, for its power, 
or a Katana, for its sheer speed, and 
alternate between the two as the situ¬ 
ation dictates. You might also want to 
keep a few Df the mid-range, enchant¬ 
ed Swords around, as they're an easy, 
free method of exploiting enemies' 
elemental weaknesses. 


If you're equipped with a 
Knife, Sword, or Katana, 
you can get two hits for the 
price of one sf you time it 
right, As you're landing from 
a jump, hit Y to attack, then 
hit Y again once you're on 
the ground. With the right 
timing, you'll see Soma 
swing his weapon twice in 
rapid succession, faster than 
you could If you were just 
standing still. 


This isn't really a glitch so 
much as it's an exploitation 
of how the game determines 
when you can and cannot 
attack. When Soma Sands 
fter a jump, it resets the 
ming On his swdtcI strikes, 
immediately 

3wn i-y again. This comes in 
handy when you need just 
a little bit more damage to 
drop an enemy. 
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Soma can hit enemies 
That're behind him when 
he's equipped with Maces, 
Great Swords, and Axes, 
Since he has to rear back 
before he swings, he may 
clobber a monster that was 
sneaking up on him. You 
should keep this sn mind, 
especially against bosses 
that like to throw lesser 
creatures at you. It’s easy 
to get two hits on two 
enemies in one swing. 


Swords and axes are ail well and good, 
but Dawn of Sorrow 1 % mostly concerned 
with the use of magic When you Fire a 
Bullet Soul, invoke a Guardian Soul, use 
a weapon's magical strike,, or get Cursed, 
Soma will use up his mind points, or MR. 

Once it's used, your MR will slowly regen ^ 
erate over time. Unassisted, it comes 
back at a rate of about 1 MR a second. 
You can accelerate this process by equip¬ 
ping theTreant Enchant Soul. (And what 
does a giant tree have to do with MR? 

No idea,) 


You can speed up the process by 
destroying candles, torches, vases, and 
the countless other fragile objects in the 
castle, (It must be hard to go antiquing 
with Soma,) Unless your MR is already 
full, youII get a Small Heart or Large 
Heart, which you can pick up for an MR 
boost. The amount of MR thafs restored 
by a Heart is determined by your current 
maximum MR, rather than a single fixed 
amount. 



Hammer will set up his shop in the Lost 
Village early jn the game, and won't 
move from that spot for the duration, He 
sells a variety of weapons, items, armor, 
and accessories, including Potions, Mind 
Ups, and the invaluable Soul Eater Ring. 


You can also find treasure chests in the 
Wizardry lab and the Pinnacle, which will 
drop a random assortment of coins when 
destroyed, A treasure chest that you 
find anywhere else is probably a danger¬ 
ous Mimic. 


Business is business, though, Hammer 
may be Soma's friend, but he's not giving 
this stuff away. You'll need to scrounge 
up some hard cash if you want to buy 
his stuff. 

You can find a Fair amount of money just 
lying around the castle. Any monster has 
a good chance of dropping a coin worth 
$1, $10, $50, or $100, and you can find 
an occasional $1000 moneybag as you're 
exploring the castle. 

If your MR is full, torches, vases, lamps, 
and other breakable items will drop coins 
worth $1, $10, or $50. If you equip the 
Gold Ring, you'll find $5G0 r $100, Or $50 
when you destroy a torch. 


Finally, if you have the Mimic Enchant 
Soul equipped (see Enchant Souls, pg, 
24), Soma will drop a coin or a money¬ 
bag any time he's injured. You can earn 
a small but constant profit by jumping 
onto spikes in the Cursed Clock Tower, 
scooping up toe $500 moneybag, and 
healing up in the nearest Save Room, 
There is, however, a minor problem with 
this method: it might get you killed. 

All of these methods will get you money, 
but it’s really just pocket change. If you 
want serious cash, you'll probably have 
to earn it by selling equipment back to 
Hammer, or by abusing Yoko's weapon J 
synthesis shop (see Easy Money, 
pg. 28). 








another go 


effect will end Instantly. For example, if 
you use the Ha me Demon soul to throw 
a fireball, and equip a different Bullet 
Sou! while that fireball's still in flight, the 
fireball will immediately disappear. 


The exception to this rule is if the Soul in 
question inflicted! a status ailment upon 
an enemy, such as petrification. If you 
petrify or poison an enemy, they'll stall be 
petrified or poisoned after you switch out 
your Souls. 


* m 


ttcTronie Jfmntis 


Some of our old spar¬ 
ring partners from Aria of 
Sorrow have come back 
t Somai. 
insters, only 
following enemies' 
monster souls work in the 
same or a similar way... 
and even these might 
change as you level 
them up. 


Bomber Armor 
Disc Armor 
Final Guard 
Fleaman 
Flying Armor 
Ghost Dancer 
Hippogriff 
Lilith 
M alphas 
Medusa Head 
Mimic 

Persephone 
Ripper 
Skeleton 
Ukoback 
Waiter Skeleton 


Gotta catch ’em all! ,..loak r we had 
to say it at some point. 

As he discovered in Aria of Sorrow, Soma 
possesses a rare ability called the Power 
of Dominance. When Soma defeats a 
monster, there's a chance that he might 
absorb its soul as it escapes its body. 
Soma can then use that soul to conifer 
certain powers upon himself. 

There are a hundred and thirteen 
monster souls in Dawn of Sorrow. Every 
monster that you encounter over the 
course of the game, with the notable 
exceptions of your human opponents 
and the final boss, has a soul yog can 
claim and use. 


It's worth mentioning that white many of 
the monsters from Aria of Sorrow have 
returned for Dawn, their souls dent usu¬ 
ally have the same effects as they did in 
the earlier game. If you're a past 
master of Ana, don't take anything for 
granted here. 

switch between your souls at 
ne, whether they're currently 
or not. However, if you unequip a 
its effects are still going, the 





Bullet Souls take the place of the 
subweapons that you've wielded in 
past Castlevanla games, Once youVe 
equipped a Bullet Soul, you can use it by 
holding Up on the D-pad and pressing Y. 
Note that Soma's stance changes when 
he's ready to fire off a Bullet Soul. 

Each of the Bullet Souls you'll acquire are 
different. As you explore the castle and 
defeat its inhabitants, you'll gradually 
build up a vast and varied arsenal of po¬ 
tential offensive abilities. Whenever you 
get a new one, be sure to play around 
with it a little bit to see what it can do. 

WeVe obviously got a few recommenda¬ 
tions for you, but with so many options 
to choose from, there's something here 
that'll work with any player^ unsque style. 

For more on specific Bullet Souls, see the 
Bestiary. 
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As we discuss our strate¬ 
gies, we'll probably use a few 
terms that don't appear in 
the games. These are useful 
phrases we came up with 
on our own while we were 
writing this guide, which we're 
listing here so we can avoid 
confusion later, 

A ground-wave Bullet Soul is 
one that hits the floor near 
Soma, and crawls along for a 
certain distance, much like 
the Holy Water in several past 
Castievama games. Ground- 
waves are useful against en¬ 
emies like the Black Panther 
or Une r which, since they like 
to hug tine floor, are often dif¬ 
ficult to hit with your standard 
weapons. Good examples of 
ground'Waves include the 
Frozen Shade, Agnis, and 
Student Witch Souls. 

Anti-air Bullet Souls fly up 
and away from Soma in an 
arc, A lot of flying enemies 
in Dawn of Sorrow special¬ 
ize in working just outside 
of Soma's effective vertical 
range, so you can't take them 
out before they attack- An 
anti-air Bullet Soul, such as 
the Axe Armor; is exactly what 
you need here. 

A grenade Bullet Soul is, well, 
one that blows up. Against a 
crowd of oncoming mon¬ 
sters, or a few fast-moving 
enemies within a smail space, 
a grenade Soul is a good 
way to take them out and 
get yourself some breathing 
room. The Mandragana or 
Erinys Bullet Souls are good 
examples of this, 
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It's d ifficult to make any blanket state¬ 
ments about Guardian Souls, Since 
their effects vary so widely. You'll use 
Guardian Souls to transform Soma into 
monsters; summon familiars, such as the 
Mini-Devil, that'll attack enemies on their 
own; turn on stab boosting status effects; 
or let loose with powerful offensive 


attacks, among many others, The only 
real common ground between these 
effects is that you activate them with 
the R button, and that they II keep going 
until you either turn them off or run out 
of MR, 

For more an specific Guardian Souls, see 
the Bestiary, 


Craljant H>tiulg 


When you equip an Enchant Souk it 
automatically and constantly confers its 
effect to Soma, Enchant Souls typi¬ 
cally offer immunities, resistances, or 
increased stats. 

Enchant Saute" abilities are subtle, but 


important. You'll need to power a few of 
them up before they're truly useful, but 
they make a real difference in how you 
play the game. 

Far more an specific Enchant Souls, see 
the Bestiary. 


atilitp Jim tils 


The seven Ability Boute are kept in a 
separate menu. They differ from other 
Souls in that they can all be equipped 
at once, so Soma can enjoy all of their 
effects simultaneously. You'll often need 
the powers conferred by Ability Sauls to 
react! new areas of the castle. 


Unlike several past Casti'evajya games, 
only three of the Ability Souls will be 
acquired automatically as you explore 
the castle, Two of them are dropped by 
ordinary enemies, the sixth is inside a 
vase in the Garden of Madness, and the 
seventh is hidden in a secret room in the 
final area of the game. 

For more on specific Ability Souls, see 
the Bestiary. 





you've got that Secret item,, you can 
return to Yoko hefore the final battle to 
create your ultimate weapott. 




Vasutruna 


Note that there's no way to get rid of an 
Ability Soul once you have it. You cant 
synthesize a weapon using one, nar can 
you get Yoko to get nd of it for you. 


Ooose the weapon to be fused. 
j O or (D to HUtch weapon typ&j 


W&IW lament ScntlEt? 


To get the best weapons in Dawn of 
Sorrow, you will have to make them. 


After you defeat the Flying Armor at the 
start of the game, Yoko Belnades will set 
up shop in the Lost Village, across the 
street from Hammer, When you stop by, 
Yoko will often share hints or advice that 
Julius has brought back from elsewhere 
in Celia's castle, but that's not the reason 
to visit. You can bring monster souls to 
her so she can make brand new weap¬ 
ons, or have Yoko remove them from 
your inventory. 
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Yoko can get rid of un 
wanted souls for you. 


You don't get any benefit from 
having Yoko remove Souls 
from Soma's inventory. As a 
matter of fact, \t's actually a 
way of handicapping Soma. 


Yoko can use souls to create new Punch¬ 
es, Swords, Spears, Great Swords, A*es r 
Maces, Katanas, and Rapiers. While you 
can occasionally get a decent Spear or 
Katana from a monster or some hidden 
treasure cache, Yoko^ synthesis is the 
only way to get the best weapons in the 
game. You can buy the base weapons in 
each category from Hammer. 


If you decide you prefer the 
second or first level of a 
Monster Soul, such as a timed 
bomb rather than the instant 
detonation of the third-level 
Bomber Armor Soul, you can 
have Yoko remove: Souls until 
you reach the desired level. 


It's worth mentioning that to create the 
ultimate Great Sword, Sword, Or Axe, 
you‘Ye going to have to sacrifice several 
irreplaceable monster souls. If you want 
100% of the souls in the game--and 
the valuable secret item that£ unlocked 
when you have 100% of the souls-you'H 
want to gather all of them first. Once 


More importantly, if you want 
to play through Hard Mode 
without having all of Soma's 
high-level Souls to fall back 
on, pay Yoko a visit and have 
her remove them all. 
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For reference's sake, here's a 
list of the weapons Yoke? can 
make, end the Souls youII 
need to make them, 


You can buy all the basic 
weapons--£hort Swards, 
Spears, Ayes, Brass Knuckles, 
Claymores, and so on--from 
Hammer, When a weapon 
is about to reach its final 
upgrade, the new weapon's 
name will appear as a crown 
icon on Yoke's synthesis menu. 
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You’Ve got quite a Few options 
far weapon synthesis. Try 
them all! 


Swards: 




Short Sword 

4 

Armor Knight 


Cutlass 

Cutlass 

+ 

Corpseweed 

- 

Long Sword 

Long Sword 

+ 

Great Armor 

=i 

Fragaracfi 

Fragarath 

4 

Molluscs 

- 

Hrunting 

Fragaiach 

+• 

Treant 

— 

Mystletain 

Mystletain 

+ 

Killer Clown 

- 

Jayeuse 

Hrunting 

4 

Killer Clown 

— 

Joyeuse 

Joyeuse 

4 

Catoblepas 


Mtllean's Sword 

Joyeuse 

f 

Frozen Shade 

±= 

Ice Brand 

Hoyeuse 

+ 

Ukoback 


Laevatain 

MilicarYs Sword 

4 

Iron Golem 

— 

Burtgang 

Laevatain 

t 

Iron Golem 

— 

Burtgang 

Ice Brand 

4 

Iron Golem 

= 

Burtgang 

Burtgang 

4 

Arc Demon 

= 

Kaladbolg 

Kaladbolg 

4 

Abaddon 

= 

Val manway 


Note that to make the V^imanway, you must use the irreplaceable 
Abaddon Soul, 


Great Sword: 


Claymore 

4 

Wang 

= 

Falchion 

* 

Great Armor 


Great Sword 

+ 

Valkyrie 

=i 

Duran dal 

4 

Lilith 


Dainslef 

4 

Draghignazzo 

— 

Ascalorj 

4 

Gergcth 

= 

Balmung 

+ 

Final Guard 

= 

Final Sword 

+ 

Alastor 

— 


Falchion 
Great Sword 
Duranda! 
Dainslef 
Ascalan 
Balmung 
Final Sword 
CFaimh Solars 



Note teat to make the Claimh Solais, you must use the irreplaceable 
Gergoth Soul 

Hammer: 


Mace 

+ 

Needles 

= 

Morgenstern 

Morgenstem 

!♦ 

Bugbear 

— 

Mjolnir 

Katana: 





Blunt Sword 

■ 

+ 

Bomber Armor 

— 

Katana 

Katana 

; + 

Mini Devil 

— 

Kotetsu 

Kobetsu 

+ 

Devil 

= 

Masamune 

Masamune 

1 + 

Barbariocia 


Qtetsu 

Otetsu 

+ 

Malachi 

- 

Kunitsuna 

Kunitsuna 

1+ 

Gaibon 

- 

Yasutsuna 

Yasutsuna 

+ 

Malacoda 

= 

Muramasa. 

Rapier: 





Small Sword 

1 + 

White Dragon 

— 

Whip Swordl 

Estoc 

+ 

White Dragon 

- 

Whip Sword 

Main Gauche 

i + 

White Dragon 

— 

Whip Sword 

Whip Sword 

+ 

QuetsaJcoatf 

— 

Garian Sword 

Ggrian Sword 


Malacoda 

= 

Nebula 

Spear: 

i 




Spear 

+ 

Armor Knight 


Pa rtizan 

Partisan 

1 + 

Axe Armor 

±± 

Halberd 

Halberd 

+ 

Valkyrie 

— 

Lance 

Lance 

| + 

Mint Devil 


Tndent 

Trident 

+ 

Decarabia 

- 

Brionac 

Bnonac 

h 

Slogra 

- 

Getborg 

Geiboncj 

+ 

Erinyes 

= 

Longinus 

Longinus 

!+ 

Bugbear 

= 

Gungnar 

Punch: 





Brass Knuckles 

+ 

Zombie 

— 

Cestus 

Cestus 

i+ 

Slaughterer 

— 

Whip Knuckle 

Whip Knuckle 

+ 

Hell Boar 

= 

Mach Punch 

Mach Punch 

1+ 

Werewolf 

- 

Kaiser Knuckle 

Axe: 





Axe 

+ 

Axe Armor 

- 

Battle Axe 

Bathe Axe 

j+ 

Manticore 

= 

Bhuj 

Bhuj 

+ 

Great Axe Armor 

— 

Great Axe 

Great Axe 

i + 

Final Guard 

= 

Golden Axe 

Golden Axe 

+ 

Death 

- 

Death Scythe 


Note that to make the Death Scythe, you must use the irreplaceable 
Death SosjL 
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If you r re willing to put so mo time 
into it, weapon synthesis ss also 
a fast way to earn some e>rfcra 
cash. You can buy weak weapons 
at Hammer's shop, then use com¬ 
monly available monster soufs to 
power them up and sell them for 
a healthy profit. 

Here's a decent method of earn¬ 
ing money early in the game: 

Btiy a set of Brass Knuckles from 
Hammer for $500. 

Add a Zombie Soul to the Brass 
Knuckles to get a Cestus, 

Sell the Cestus to Hammer 
for $3000. 

Buy an Ax* from Hammer 
for $SD0. 

Add an Axe Armor Soul to the 
Axe to get a Battle Axe. 

Sell the Battle Axe to Hammer 
for $3900. 

Buy a Claymore from Hammer 
for $1200. 

Add a Warg Soul to the Claymore 
to get a Falchion, 


1 


Sell the Falchion to Hammer 
for $4000, 

There's a room in the Lost 
Village where you can find 
all three of the monsters you 
need; it's one room west of 
the drawbridge where you first 
met Yoke and Julius. Run back 
and forth through this area, 
gathering Zombie, Warg, and 
Axe Armor Souls until you've 
got nine of each. 

Now, head to Hammer's shop, 
buy nine Axes, nine Clay¬ 
mores, and nine sets of Brass 
Knuckles, and synthesize nine 
Casti, nine Falchions, and nine 
Battle Axes. When you sell 
the upgraded weapons back 
to Hammer; you'll wind up 
with a net profit of $77-400. 

If you need to make some 
quick cash, this Is a fast and 
efficient way of doing so. It's 
best done early in the game, 
when the EXP you get from 
the Wangs and Axe Armors will 
actually matter. 
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Metal knuckles to be worn or 
^ fists. 


First, buy the raw materials 
from Hammer. 


Then, create more powerful weap 
ons at Yoke's shop and sell them. 














Once again, Hammer has the in¬ 
valuable Soul Eater Ring for sale 
in his shop, and once again, it 
costs a jaw-dropping $30Q r GDQ. 


Soma doesn't wear that coat because 
it's comfortable, good-looking, or warm. 
He wears it because its pockets can hold 
an almost infinite number of potions, 
serums, cures, and foodstuffs. 


The Easy Money trick, as above, 
will do the job, but it's a little 
slew and you won't earn much 
EXP while you're doing it. If 
you're willing to travel a bit, you 
can get a lot of money and a de¬ 
cent amount of EXP at the same 
time. Even better, you can do 
this relatively early in the game, 
especially if you've been visiting 
the Teleport Rooms as you go. 
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Buy nine Short Swords 
from Hammer. 


JS R defcfcws'ki appetising 
* rnustraom. 


In the Lost Village, grab nine 
Armor Knight Souls. 
Alternatively, buy nine Cutlasses 

from Hammer. 


The Power of Dominance is as noth 
ing beside the power of knowing 
how to pack. 


In the Garden of Madness, kill 
Corpseweeds until you have nine 
of their Souls. 


If It isn't a weapon or a piece of armor, 
it's an Item. Here's where you'll find the 
issues of the DMA tabloid, healing items, 
food, poison, or truly random bric-a-brac 
like the Bell or Crown, You can use an 
item at any time by choosing it from 
your menu. 


Fight Great Armors in the Dark 
Chapel far their Souls. Again, 
you need nine. 


Return to the Garden of Mad¬ 
ness and dispatch Treants until 
you've got nine of their Souls. 
Alternatively, you could get nine 
Mollusca Souls. The latter's a 
bit easier; but you don't have to 
worry about Poison when you're 
fighting Treants. 


You can keep up to 9 of a given item; 
once you've got that, you can't buy any 
more, and Soma will refuse to pick up 
any that he might find. 


It's a really good idea to keep Soma 
maxed out on Potions and Hi-Potions 
whenever possible. These healing items 
will give you the extra staying power you 
need if you accidentally run into a new 
area that you're not powerful enough bo 
handle. You can also grab a quick bite 
to eat to restore lost HP; any food 
1 items you find, either as treasure In 
F-the castle or as random item drops c 


In the Demon Guest House, 
gather nine Killer Gown Souls, 


Thusly equipped, return to the 
Last Village. Synthesize nine 
Joyeuse swords at Toko’s shop, 
then sell them to Hammer. You'll 
earn a sweet $225,000, 
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from defeated monsters, will heal Soma 
when you use them. 
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You can also find several types of poison¬ 
ous or rotten food, like Rotten Meat, 
Spoiled Milk, Rusty Food Tins r or Ama¬ 
nita mushrooms. These items will injure 
Soma fer a fixed amount of NR if you use 
them r but they cant reduce him below 1 
HP. If you equip the Ghoul Enchant Soul, 
eating these items will frea/Soma for 
as many HR as they would've ordinarily 
damaged him for. 
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Its Bi-nTdtlcn date- is from three 
uesrs ago. 


Even bad food's worth something if 
you've got a Ghoul's gullet. 


To save your game, you'll need to use 
the glowing statues inside a Save Room. 
This holy artifact will record Soma's 
progress, restore his lost HP and MR, and 
cure any negative status effects he might 
be suffering from. 


Save Rooms are, as ever, 
sources of free healing. 
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You'll notice a barricaded room in the 
Lost Village when you: hrst pass through 
it, This barricade will fall when you find 
your hirst Teleport Room, which II prob¬ 
ably be in the Wizardry Lab, 


The Teleport Rooms are a network that 
stretches through the castle, with a tele¬ 
porter somewhere in each of the castle's 
areas. All you have to do to activate a 
teleporter is visit the room it's in; at any 
point thereafter, you can teleport to that 
room from any other Teleport Room 
you've activated. 


Teleport Rooms are a huge 
time-saver. 


The best part of using a Teleport Room 
is that there's one right above Yoko and 
Hammer's shops in the Lost Village, 

You can backtrack there at almost any 
time to stock up on Potions and! make 
new weapons. 


When you first run into Yoko, shell give destroyed, If you mess up the pattern or 
you the first of five valuable Magic Seals, wait out the clock, the boss will regain 

These items provide Soma with a mysti- some of its HP and go back on the attack, 

cal method of breaking the barriers that 

Celia's set up throughout her castle, as You can practice any Seal you have at 
well as a way to permanently destroy her any time in Soma's status screen. We 
boss monsters, recommend that you put in some time 

practicing each new Magic Seal you find, 
You'll need bo find the relevant Magic until its pattern becomes second nature. 
Seal before you can enter a boss's room. 

Once you reduce that boss to 0 HP, Also, don't worry if you don't have your 

you've got about five seconds to trace stylus handy when you get to a boss, 

the relevant Seel on your touchscreen The timer won't start until you tap the 
with your stylus. If you manage it, screen once, 

the boss's power is broken and it’ll be a 
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When your MP runs low, leap up and 
slash at him with the Short Sword when, 
he's between attack patterns. 


Stand beneath the Flying Armor and 
attack him with the Axe Armor Soul. The 

and can 


This battle is something of a tutorial boss fight. The Flying Armor uses 
two giant swords that hover beside him to attack. Fortunately for you, 
he isn't very tough, but can do some damage if you're still adjusting 
to DoS's controls. 
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Flying Armor uses three 
simple attack patterns. In 
the first he'll hover at the 
room's ceiling and send his 
two swords flying down 
at you. 


For the second, he'll spin 
the swords around his 
body (similar to how Soma 
spins the Armor Kmghtfc 
spear) and swoop dawn at 
the center of the room. 


The third is the most 
dangerous - he'll send hss 
swords flymg up and out of 
the screen. Moments iater, 
theyII tiy to hit Soma from 
either side. 


HP: 250 


0 ffkufty : Low 


Magic Seal: l 


Rewards Flying Armor Soul 




















7 Pay your first visits to Hammer 
and Yoko s shops. Don't blow 
a lot of money on Hammer's 
weapons; you'll find or synthesize 
stuff just as good and cheaper by the 
end of the game. For now, a Potion 
or two is all you'll need. 


8 Want some extra cash and a 
delicious bowl of Corn Soup? 
Visit this secret room before 
you move on. Attack the floor to make 
the entrance to the room reveal itself, 
then drop through the platform to 
enter. 


Hsimncr 

Hey, welcome., 
to uihadaya iNnk? 
lot a tad shop, hey? 


Visit this room to pick up the 
Cape. Remember that mirror in 
the background; you'll want to 
revisit it later on. +i 


Use the Flying 

Head to this 

Head for this 

Armor Soul to 

0 platform and 

U Save Room, 

make this jump 

pick up the 

and pick up the 

and pick up the 

Spear. 

Mace as you go. 

Claymore. 
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Make a Flying Armor jump to 
get to the exit platform. 


Pick up the Potion hidden on 
the right side of this room as 
you make your way out. 


* a Attack the switch; 
\.£ this will drain the 
water out of the 
drawbridge area you saw 
before when you met 


You can leap up the series of 
small platforms if you want to 
backtrack. Otherwise,, move on 
to the Wizardry Lab. 
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Our first stop is this Save Room- 
Pick up the Mind Up on the wav in 


-tv Head into the next 
JL room and pick up 
the Blunt Sword, 
then the Treasure Chest 
full of money on the level 
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Open up the Warp Room here 
Now you'll be able to access 
the Warp Room in the Lost 
Village, which lets you back¬ 
track quickly and painlessly. 


Take a moment to grab 
the Scarf in this room. 
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Head to this Save Room, and 
get ready for a Boss Fight. 


Meet Celia, Dmitri!, and Dado 
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BOSS FIGHT 
BALORE 
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The Lost Village 
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You want a fast, strong 
weapon for this fight; any 
Katana (like the Blunt 
Sword) will fit the bill. The 
best Tactical Soul to use 
is the Axe Armor Soul, 
which at high levels can 
quadruple-hit for massive 
damage against an 
opponent of Bal ore's 
size. Get as close 
to Bala re's face 


as you can before attacking 
with your Axes. Launch one 
between B a lore's attack 
patterns,, dodge his next 
punch or blast, then launch 


another one. 

When your MR runs low, 
slash at Balore's head with 
your Katana until he tries 
to counterattack you. 


©ffmsf 


This horrible giant is so big that only bis head and one fist will fit in the room! 
Don't be intimidated, though, as he's actually not that tough. (This is especial¬ 
ly true when you consider how lethal he was in Aria of Sorrow. He's apparently 
still recovering from that horrific beating Soma dealt him.) Just be ready to 
slam back a Potion or two if you have a hard time avoiding his attacks. 


pattern 


.. 


HP: 90D 


0 fflculty: Low 


Reward*: Ealore Ability Soul 


Magic Seal: l 


j 


This giant boss likes to fill the room with a masspve energy beam. 
Fortunately, it's easy to crouch or slide-kick under it. 


If you're standing at a 
distance from him, he'll 
reach out and try to smash 
down at Soma with his fist. 
To dodge it, run forward 
when you see Galore raise 
his fist. 


If you stand just in front of 
Balore^ face, hell periodically 
try ta smash Soma up against 
the ceiling. You can back- 
dash or move even closer to 
Balore Is fete to evade, since 
you wont take damage from 
touchmg BaloreS sprite. 


Occasionally he'll strike out 
with a middling-high or low 
punch that smashes Bom a 
against the room's back 
wall. You can just walk un¬ 
der the middle-high punch, 
and jump onto Galore's fist 
to evade the low punch. 



















Q This room is a good 

^ place to get ac¬ 

quainted with using 
the Balore Soul. First, clear 
out the Armor Knights until 
you get to the pillar at the 
end of the room. Now, run 
hack the way you came, 
using your DS r s stylus to 
break all the crystal blocks 
as you go. Don't break the 
blocks next to the floating 
platform, though! Instead, 
use them to hop up onto 
the platform and crouch. 

The platform will take you 
to the end of the room, 
which lets 

you move on to the next area 
of the castle. 


9 Before you leave the Wiz¬ 
ardry Lab, you might want 
to backtrack so you can pick 
up the Combat Knife in this room. 
Use your stylus to break pathways 
you can travel through into the 
large groups of Crystal Blocks that 
obstruct the passageway that lead 
to it. You'll notice there's a mirror 
in the Combat Knife room-.. 























If you don't have any of the reccom- 
mendect Tactical Souls, then just 
hit him with your toughest Bullet* 
Type Soul and try to use stairs or 
platforms to jump over him when 
he rushes you. If you can't jump 
over him, then use a sliding kick to 
pass beneath hint. You might take a 
little damage, but that J s not nearly 
as had as letting one of his attacks 
hit you. 


This guy wifi be a pushover later on in 
the game, hut right now he might he 
too much for you to handle. There's 
quite a few ways to beat him; you can 
Use the Soul Archer to dispatch him 
easily, ora leveled-up Axe Armor or 
bomber Armor 


j^otes: ^aunttb Cototrs 


All of the long vertical passages in the 
Wizardry Lab are full of Ghosts, nitty're 
easy to beat^ but they can really compli¬ 
cate your progress. 


any more can spawn, If you're descend 
ing, then it r s easy to outrun them, 


The Ghosts will constancy respawn, 
there's an effectively infinite number 
of them, they home in on you, and they 
have the annoying habit of appear¬ 
ing just as you make a jump. If 
you're climbing up a tower area, 
you'll need to pick them off as 
soon as they appear, then leap 
up to the next platform before 
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Head to the Save Room 

a Head left at the top of the 

first. 

column to pick up Magic 


Seal If. 


Visit the Teleport Room 
here. 


4 


Stop off here to grab a 
treasure chest full of cash 
and the Fleuret. 

















Break this vase to 
receive the Dopple- 
ganger soul. 


6 


Head through 
this door into the 
Dark Chapel. 


7 


Head imme¬ 
diately for the 
Save Room here, 



Pick up the Potion in the upper 
comer of this room. 


Hake your way to this Magic 
Seal door. 


There's another Save Room you 
can stop at before heading in. 


BOSS FIGHT: 
DMITRI I BLINOV 
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Dmitrii will begin the tight with an ability 
copied from Malachi that sends huge 
balls of vile energy slowly churning 
across the screen. These balls are ex¬ 
traordinarily difficult to dodge., and they 
can easily hit you more than once, Your 
best best is to try and attack Dmitrii with 
a Tactical Soul before he can launch one. 


When you damage Dmitni with any Tactical 
Soul ability youVe learned so far, hell copy 
it and start attacking you with it instead. 
When Dmitrii mimics one of your Souls, 
he uses it at its lowest power level, regard¬ 
less af what your rank in it is. Far example, 
if Dmitrii were to mimic your third-level 
Bomber Armor Soul, his version of it will 
still be the plain old first-level black bomb. 


When you attack 
pmstni wrth a nor¬ 
mal attack, he'll 
backdash away 
from you after 
the first hit. 


If you corner him, hell 
leap over Soma's head 
toward the center of the 
room. 


If you leap at him, Dmitrii 
will stab at you with a 
little knife as you land. 


Dmitrii can be rough if you don't keep his special ability to= mimic your Tactical 
Soul attacks in mind, He's also a small, quick opponent, so he's a bit harder to 
hit than the enemies you've fought so far. Use the right Tactical Souls and hell 
be a pushover; use the wrong ores and you won't last a minute. 


HP: 1QOO 


Difficulty: Medium 


Magic Seal: hone 


Rev»a Nothing 
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Do nor use homing Souls like the Witch 
Or Rycuda against Dmitrii, He doesn't 
nun out of MP, so he can daughter you 
easily if he minors such a potent Tactical 
Soul. Instead pick something that's easy 
for you to dodge, but also powerful. The 
Axe Armor is ideal, since you can dodge 
it by simply stepping toward or back a 
little. The Bomber Armor is also a good 
Choice, since Dmibii's Rank I bombs will 
detonate slowly. Be creative, and use 
whatever you have at hand. 


Your choice of weapon is sort of aca¬ 
demic, since this fight is really about 
the Tactical Souls, Anything with decent 
power and reach will work fine. You can 
also use the throwing weapons Hammer 
sells if you like, such as the Chakram, 
although their ATK is low. 


Damaging Dmitrfi is a. matter of keeping 
up a constant offense. Pound him with 
whatever Tactical Saul you've selected 
for your primary offense until your MP 
runs out, then switch to your meiee 
weapon or just dodge until your MR re¬ 
generates. If you make the right choices 
as to what Tactical Souls you deploy, 
you'll defeat Dmitrii easily. 


















BOSS FIGHT 
MALPHAS 




I a Exit the way you 
entered and save 


your game, 


* /j Visit the next room 
t O to pick up an Anti 


Venom. This is all you 
can do in here tor now. 


* - Head to this room for another 
LD boss fight. 






/=> 


When you go back 
in the boss room 
where you fought 
Dmitrrij □ dangerous 
QuetzalcoatJ will be in it. 
These enemies move in 
an unpredictable pattern,, 
and it's easy to take a lot 
of damage while they're 
bouncing around. The best 
way to deal with them is 
with powerful grenade 
Bullet Souls like the Man- 
dragora. 



























After launching a few volleys of orbs, 
Malphas wil( shoot feathers tinged with 
a deadly blue aura from his wings. You 
can dash to the edge of the roam to 
avoid them, or just stand underneath 
MaSphas. 


PeriodicaIty, ^alphas will land on the 
ground for a few moments. If you're 
standing just to the right or left of his 
body, he won't damage you by 
landing on your head. 
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When you've reduced Malthas' HP to 
critical, Malphas wilt begin summoning 
hordes of ravens when he lands. 
Crouch when Malphas does this. 


Once he r s summoned a group of birds, 
then hell leap up in the air and fire an 
enormous wave of black ravens at the 
side of the room where Soma is stand 
ing, When Malphas leaps up r immediately 
slide-kick toward him twice,. 


Whatever weapon you used to take 
down Dmitri! will suffice for Malphas. 
For Tactical Souls, the Axe Armor is 
invaluable in this fight. When Malphas 
is in the air over your head and 
you're not dodging, hit him 
? ;■ with Axes. 


If you run out of MP r leap up and 
smack Malphas while he's in mid-air. 
When Malphas lands and takes no 
other action, hit him with your melee 
attack. 
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Lise your new Malphas double 
jump ability to pick up the 
Power Belt in this room. 


* * Visit this room to open up 
lO the Dark Chapel r s teleporter. 

This is a good time to teleport 
back to the Lost Village to save your 
game,stock upon items.,and do some 
weapon synth* 


* * Defeat the White 
l? Dragon to pick up 
the Traveler Cape 
if you like. The best way 
to beat it is by sliding 
behind it. 


^ * Open up this barrier by using 
Av the Skeleton, then quickly 
switch to a more powerful 
Tactical Soul to takeout the Slaugh¬ 
terer nearby. Slide across the room 
to pick up the Halberd and avoid the 
White Dragon's Flames. Once you're 
behind the White Dragon, you can 
beat it easily. 
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y. * Walk slightly underneath the 
£ i spikes to trigger them,, then 
quickly faackdash as they fall, 
is the spikes rise, you can then walk 
rarely under them. In the next room 
is the Red Scarf and another mirror. 


Now it's time to backtrack to 
the Garden of Madness, Stop 
by the Dark Chapel Teleport 
again so you can go to the Lost 
Village and save. 


Stop in the top room of this 
vertical passage to grab 2000 
gold on your way out. 
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Double jump up the platforms to 
reach the next Magic Seal door. 




^ /+ Stop at this Save Room, 

There's one more boss fight 
waiting tor you, 

rl 
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Boss Fight; 
Dario Rossi 







Difficulty: tow 


Rewards: Nothing 


Dario's a more demanding boss than anything youVe encountered yet. 
Dodging his patterns requires very precise movements• 

JiUtnn —-— 


Dario will launch an attack pattern every few 
seconds, after his faugh ter sound dip plays. 
For his first pattern heK pound the ground, 
shooting a deadly wave of fire along the 
ground toward Soma, You can double jump 


In his second pattern, he shoots a fireball out of the 
palm of fifes hand. You can crouch underneath it, 


Parlors final pattern is to summon enor¬ 
mous phllars of fire underneath Soma's 
feet. Dado initially summons three 
pillars, with the first two appearing 
beneath Soma and the third appearing 
in between the first two. Qnce Dario's 
HP is critical, then afl three pillars will 
try to appear underneath Soma's feet as 
he moves, it's safest to just backdash or 
turn and run away from them. 


Dario cycles through these patterns at 
random, and will occasionally teleport 
in a burst of fire. He usually reappears 
closer to Soma after he teleports. 

You dont want Dario to be less 
than a screen's length away from 
you, so jump over his head to 
give yourself more space. 
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Which Tactical Souls you have available 
will determine how difficult this match wilil 
be. If you have the Une, then you can 
exploit the fact that Dario remains station¬ 
ary far long periods of time. Drop one of 
these beneath him, then retreat to a safe 
distance and dodge Daricte flames. Dario 
will simply stand there and take lots of 
damage. Don't try this with the Bomber 
Armor; though, because Dario's strong 
against fire-based attacks and wont take 
much damage from it. 


If you don't have either of those Tacti¬ 
cal Souls, then the light wail be a bit 
harder. You'll want to rely on one of 
your projectile Souls. The Witch is ex* 
cel lent, and the Student Witch or Ama 
laric Sniper can also work well enough 
You don't want to use the Axe Armor 
Skeleton,, because they'll require you 
stand too dose to Dario. 


The best bine to attack Dano with 
a Tactical Soul ability is just after he 
finishes an attack pattern. Be quick, and 
don't give Into the temptation to hit him 
more than once, Tf you're stuck in an 
attack animation when Dario attacks, 
you'll take brutal amounts of damage. 


Melee attack is a nsky proposition when 
fighting Dario, but it's feasible if you 
use a fast weapon like a Katana. Your 
best opening will be when he throws 
fireballs at you; you can slide-kick to¬ 
ward him, underneath me fireball, and 
start attacking him while crouching. 
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Backtrack to the last Save Room. After this, you 're ready to 
move on to the next area of the castle. 

m Botes: mm Jflotoers 

Trying to explore the Garden of Madness when you first enter it can be deadly if 
you haven't been powerlevelling. If you J re having a hard time with the enemies, 
try to pass through the level quickly and don't hesitate to run from enemies 
when you need to. After you've visited the Dark Chape], you'll definitely be 
strong enough to explore as you wish. 



Botes: Slot jWacfjme ©oor 


This door underneath the Garden of Mad¬ 
ness will open when the last three digits 
of your money amount are "777". Inside 
this room you'll find the Three 7s armor. 
It's easy to get that much money—find 
a torch near a door, keep entering and 
leaving the room, and keep busting the 
torch to pick up its coins—so pick it up as 
soon as you have the chance. The Three 
7s is the only armor in the game that 
boosts your LCK, and the bonus will come 
in handy. 



BoteS: $oop Carrtng 


You can clearly see this accessory on a 
ledge outside of Malphas' room. To get 
this item you'll have to come back later 
in the game, once you can double jump. 
Start around the middle of the steps, dou¬ 
ble jump, then glide over. Also, you can 
Use the flying armor soul multiple times 
during a jump, and can double jump while 
under it's effects. So, if you jump from the 
Rat floor to the left of the Hoop Barring, 
above the ramp, and Boat the whole way, 
adding a double jump, you'll 1 EASILY make 
it to the little ledge (thank daeturJ). 
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I After you pass through 
the first room of the Guest 
House, Arikado appears. 
He gives you an important item. It 
doesn't have any immediate ben’ 
efit, but it's valuable nonetheless. 
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Make your way through the 
Puzzle Room (see PS Gi)- 


Open up this Teleport 
Room. 

































Save in this Save 
Room, and get read y 
for a boss fight. 


BOSS FIGHT: 
PUPPET MASTER 













































Difficulty: Medium 


Rewards' Puppet Master Saul 


The Puppet Master is a horrible giant head with four arms sprouting from 
it surrounded by bloody iron maidens, Your biggest problem when you 
fig lit him is overconfidence. If you simply try to stand underneath him and 
spam your metee attacks; youll end up regretting it. Remember that it 
wont damage you if you touch the Puppet Master's face. 


Puppet Master is an ingeniously designed boss. He has only has two attack patterns, 
which you think would make him a pushover, but that's far from the case, 


He often opens his jaw wide and spews 
dolls at Soma. The dolls will float and 
drift around the screen, and do minor 
damage if Soma runs into one. However, 
it's easy to destroy them with one hit 
from your weapon, or to simply stay out 
of their way. 


The Puppet Master's second attack is far more dangerous, and it's made all the 
moreso by its relative subtlety. He will summon a voodoo doll into one of his four 
hands, then slowly reach over and put the doll into one of the iron maidens. Soma 
wij instantly change places with the doll and take massive damage. The only way to 
escape this attack is to have Soma destroy the doll before Puppet Master can put it 
in the iron maiden. 


A particular sound effect will play when 
the Puppet Master summons a voodoo 
doll, so take that as your cue to look 
for the characteristic whtte glow around 
one of the Puppet Master's hands. 

You can also stand directly under 
the Puppet Master, which lets you 
keep an eye on what all four 
hands are doing. 
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When Puppet Master summons a doll in 
one of his lower hands, just run toward 
it and hit tt with your weapon to destroy 
it. It should take two blows, regardless 
of your weapon's strength. 

























Save your game outside, then 
£7 head to this room. IF you ve vis¬ 
ited here before, you've prob¬ 
ably puzzled over how to get through 
the narrow gap. You can do jt now that 
you have the Puppet Master soul. 


^ Drop down into this room and 
JO use the Puppet Master Soul to 
get the High Mind Up. 
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Find a Save Room of your choree and record your progress. 
It's time to move on, 


• ' J5otefi: %\\t f)u35lc Boom j 

Leap on the switch when you enter this room, and the greyed-out 15-block 
puzzle will light up. When you tap one of the numbered blocks that's adjacent 
to the empty space, you'll Find it slides over to fill the gap. 

Each block of the puzzle represents a room, and the tan area on the block shows 
how the room can connect to the other rooms in the grid. The empty" block is 
actually a horizontal passageway like rooms 1 , 4, and 13. The default pattern 
takes you where you need to go to beat the Puppet Master. Solving the puzzle 
by putting the blocks in order creates a pathway that lets you take any exit you 
want through the area. Don't do that just yet, though—there's some items you 
want to pick up first. Tap the blacks with the stylus to move them, and tap the 
OK hlock when you're done. 


First move the blocks in the 
following order: 


12 10 5 » 10 12 a 11 15 13 
3 5 S 10 12 2 11 15 13 3 5 





Visit Room 8 to pick 
up the Turquoise Stud 


Plow, visit Room 5 
to pick up the Cutali, 


Return to the starting 
point, and reset the 
puzzle. Move the blocks 
in the following order: 

3 10 5 8 


Now, go back to start and reset the puzzle. 


Move the blocks in the following order 
12 10 4 13 3 


Visit Room 9 to pick up the 
Justacourps Armor, 


Return to the start and reset the puzzle 


Move the blocks in the following order 
3 10 4 13 15 


Visit Room 12 to pick up the 
Great Sword, 
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Now that you r vc gotten all the other 
treasures, you 11 want to set the blocks 
in order. Return to start, reset the 
puzzle, and then move the blocks in the 
Following order: 


15 11 9 13 14 15 11 14 You'll find the Cestus in 
15 10 12 11 10 15 14 10 Room 1. 


If you visit the rooms accessible via 
the puzzle's northeastern exit, you'll 
find the Ring Mail and a mirror. 


Visit the southwest exit, and you'll 
find a shortcut back to the Hidden 
Village. 


If you want to fight the Puppet Master, or explore the Demon Guest House, 
take the northwestern exit. 
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Cursfeti %x SfieS 


Lilith is dangerous because her kisses wilt inflict Curse status on Soma, and she 
tends to spawn around Ghost Dancers, which can make dodging difficult. Equip 
the Killer Doll Enchant Soul once you have it, and just make sure you kill Liliths 
off quickly until you do. She'll backdash away from melee attacks, so use a 
powerful Bullet Soul like the Killer Clown to take her out. 
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I When you're ready, use a Tele¬ 
port Room to backtrack to the 
Dark Chapel. Head down to the 
catacomb area underneath the main 
chapel, and then go to this room. Now 
that you have the Puppet Master Soul, 
you can pass through the hole in the 
wall. This will lead to the entrance to 
the Subterranean Hell. 


Head to this Save Room first, 


BOSS FIGHT: 
RAHAB 
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D fflculty: Low 


Rniiran^sr Rahab Saul 


Not only is Rahab easy to find, he's easy to tight if you stay on your toes and watch 
his patterns carefully. Rahab is a giant fish who spends most of the fight swimming 
underneath Soma. When he surfaces, you'll have a chance to damage him, but he can 
also damage you. 


When he's offscreen, you can tell where 
Rahab is by the air bubbles that rise up 
through the water In his first attack; 
pattern, he surfaces and leaps out of 
the water in a shallow arc. As he flies, 
re drops deadly icicles down at Soma. 
Evading them is easy; just make sure 
you fit precisely between the failing 
icicles. 


For his second attack pattern, Rahab will 
surface and spit a wad of ice down at the 
wate r. Just swi m rig ht n ext to Ra hab a s 
he spits, and the ice will fly over Soma's 
head. When it lands on the water, it will 
burn into a series of platforms. You can 
leap up and stand on them if you Eike. 


Occasionally, he'll spin upwards and 
emerges from the water. If he's under 
an ice floe when this happens, hell 
destroy the ice. Obviously, this'll do 
damage to Soma if Rahab spins up 
underneath him. 
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You can do pretty good damage to Rahab with most Bullet-Type souls, as well virtu¬ 
ally any Guardian-Type soul that summons a familiar or creates a projectile. The 
Witch and Axe Armor are ideal, since they both let you hit Rahab when he's under¬ 
water, and both can connect multiple times on a single shot. You can equip one of 
the projectile melee weapons (like the Boomerang or Handgun) if you like here; they 
don’t do great damage, but they Ye handy for letting you keep damaging Rahab while 
your Mh gauge recharges. It'll be difficult to damage Rahab with any other weapon, 
but not impossible. 















0 d o tJJ 


Head out And Save again after 
the boss fight if you like. When 
you're ready to move on, exit through 
the right doorway of Rahab's room. 
With Ra hub's soul, you can now move 
normally underwater, although you're 
a little sAtirer than usual, 


Headever here to pick up 
asackof 2000G. 


Then, visit this alcove to pick 
up the Chain Mail. 


Finally,, there's a High Mind 
Up waiting for you here. 


Pick up the Rusty Food Tin here, 
but (font use it unless you've 
got the Ghoul Soul equipped- 
























Head lettr then down in this 
room. Take a detour to the light 
to find another 200 OG sack. 


Keep going left and down until 
you've unlocked this Teleport 
Room. 


Now head down and to the left 
to pick up this Mushroom. 


Duck into this Save Room before 
you move on to the next room. 


Pick up the Amanita here. This is 
another item you should only use 
after you have the Ghoul SouL 


Go up a little bit more and you 
can pick up a Mushroom here. 

































t And there's one more 
? Mushroom down here 


* Head into this room now and 
\ / you won't foe able to pass on; 
time stops. You need a Tactical 
Soul tit at will let you stop time before 
you can move on». 


Head back up to the Teleport 
Room and head to the right 
from there. Fight past the Bone 
Arks to find this UMA News. 


Next, open up this Save Room 


Head up to this room and get 
dmSJ ready to leave Subterranean 
Hell for now. You f l( emerge in 
new area of the Garden of Madness. 


Stop off in this room to pick up 
£ L the Small Sword, then go save 
your game somewhere. It's 
time to move on to the next area. 
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It r s just not a Casttevanra '■ 
game without a long vertical 
passageway teeming with infi¬ 
nitely generating Medusa Head 
enemies* The blue ones simply 
hurt, while the gold ones will 
petrify you, While Soma is 
petrified, he takes 2Q0 D Ai 
damage from enemy attacks. 
Do everything in your power 
to keep from getting hit. Toss 
a Mandragora to clear your 
path, or wield a fast weapon 
like a Katana to knock the 
Heads out of your way. 


Fighting these enemies can 
be as demanding as fighting 
a boss. There's two ways to 
approach it. You can first 
target one of the skeleton 
arc-bearers to immobilize 
the big skull, then take shots 
at it between attacks. 
Alternatively, you 
can just throw 
Mandragora 
or another 
grenade-type 
Bullet Soul at it. 






Jlotes: J&pfee &oom 



Its only worth visiting this 
room once you have a Bone 
Ark Guardian SouL If you do, 
then you can ride it across 
the spikes and enter a secret 
area stuffed full of valuable 
items like the Serenity Robe 
and Bloody Stud. You can 
also use a combination of Bat 
Company, Puppet Master, and 
Skeleton Ape to cross the 
spikes, but you won't have 
access to Bat Company until 
much later in the game. 


You can hit this raised lever 
with certain Maces and win 
items. Check the back of this 
guide for a complete list of 
the Maces and rewards. 
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I Return to the Dark Chapel and 
i enter the most north-east¬ 
ern of the rooms, which has 
three bells in it. There's an opening in 
the upper-right comer of the room, 
which you can enter by using the 
Puppet Master Soul, 


This leads to a new area of 
the Dark Chapel for you to 
explore. 




































Pick up a UMA News here, 


Hit this switch to lower the 
wall; now you can backtrack 
to the Dark Chapel through 
this passageway. 


After you've entered the Con 
demited Tower area proper,, 
stop to pick up this Mind Up. 


Head into this room for an 
event with Julius. 
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It's time to start climbing the 
Tower. First up r head here For a 
Silver Stud. 
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Stop by this area for an Estoc. 
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9 Pick up a UMA New* at the top I a Be sure to stop in this Save Room, 
of this tower t V You have a brutal boss fight 



ahead of you, and you probably 
won't win on your first try. 
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Difficulty: High 


Rewards: Gtrgoth Soul 


Say hi to one of the hardest bosses that Dawn of Sorrow has to offer. 
Gengoth is a horrible beast that spews death from his mouth, and 
pestilence from his rotting rib cage. If you survive all that, you have to 
cope with fighting him in a cramped one-screen area that leaves you 
hardly any room to move. It'll take pixel-perfect dodging and steely 
nerves to emerge victorious from tliis battle. 


Gergoth cycles randomly through five attack patterns, trading them is difficult* 
since youVe only got fractions of a second to identify his pattern, 


Gergoth's most damaging attack is the 

grant laser that he fires from his mouth. Ofo* ‘V"~-—- 

You'll have a few seconds' worth of 

warning before he uses it, when Gergoth's 

facial skin rips off and he opens his *iV S 

mouth to power it up. You need to slide {? 

underneath Gergoth's body and crouch A Wt >^i * 

directfy underneath the area where his 

legs join his body, next to his ankles. If 

you're too close to his legs, you'll take 

damage; if you don't get close enough, 

the laser will hit you and you will probably ^ ■* 

die. If you don't mind taking the damage 

a no have room, you can opt to walk straight through Gergoth's legs and stand 
behind hem while he's bring. You'll take a hit, obviously, but you can really unload 
on Gergoth while he's blashng the heck out of nothing in particular. 


Sometimes when Gergoth opens his 
mouth, hell try to suck Soma back 
by inhaling and then slam his mouth 
downward. The best way to avoid 
being pulled back is to crouch and 
slide toward Gergoth's feet at the last 
second. If you slide forward too soon, 
you'll crash into Gergoth's feet and 
take damage, If Gergoth's teeth 
slam down on you, you'll take 
lots of damage. M 
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Occasionally Gergoth will tremble, curl his i l to i --- bj 

head downward, and launch a cloud of ———- 

gas out of his rotbng chest cavity. If Hie |L K 4 V-Sh_ 

cloud's violet, then it will damage Soma ^ 
several trmes and inflict Poison status. If 

it's grey, then it will petrify Soma, which & JjL, * ^" - , _|i 

can be even worse. If Gergoth is at one w. 

side of the room or the other, you can C jJ- 

avoid his gas clouds by simply running to- l S Tjtf 4 * 

ward the room's opposite side, If Gergoth ; : v f ^ ■ y*^- 

launches it from the middle of the room, > 1 ■> 

then you need to either use the Medusa I f V _ *J^£!3 

Head Soul to freeze yourself above it : "* ® 

or beat it back with some other Tactical 

Soul attacks. You can use any grenade-type Bullet Soul, the Great Sword, or the 
Buer Guardian Soul to accomplish this. You'll also take damage if you're still next to 
GergatlYs legs when he curls his head downward. When Gergoth begins trembling, 
you'll want to begin sliding away from Gergoth immediately, 


Every so often, Gergoth will heave hjs efiUe ^ -«. 

body downward and then jump across , • >-.. v 

the room, Tf you're crouched in the safe r A ~ ■’ 11 .iv* J ■ r \(& i 

spot just in front of Gergoth's legs, then ^ 

you won't take damage when he prepares ^ V v ^ 

to jump, and you'll be able to easily slide /;■ _-3fe 

under hrm when he leaps, Now, you can Stl/ - 

stand up and hit him a couple of times v, p 

before he turns around. If you're coo close - gift* **** * 

to Gergoth's legs, then you'll get kicked 

away when Gergoth prepares to jump. r’$ 

If you are too faraway, then you'll take 

damage when Gergoth drops his head **** 1 ^ *" 

to the ground. Don't both trying to slide 

under Gergoth unless you were crouching at the safe spot; if you try it from too far 
away, then he'll simply land on top of Soma and do gigantic amounts of damage, 




Gergoth can. also damage you when yog — —--^ 

gee In dose to his body. If you stand up ~ ■ £ — 

underneath his rib cage dr head, you will [' A ’ 

take damage. If you r re crouching near si, _ > i * Jj 

Gergoth r s legs when he moves forward, 

even in the safe spot, then Soma will take 

damage and get kicked across the screen. ■ r . - 

When Gergoth begins moving forward, >;j -j .. £v- 

try standing up just behind Gergoth's rib ^ 

cage, edging forward, and then crouch- 

fcng. You can do this without taking j 

damage, but the timing is tight. You can j A'* 1 * -. 4 ’ - - — -Jg 

also slide-kick away and then adjust your fcr ' ” ‘ 1 ” 

position once Gergoth is done moving. 

When Gergoth is moving backwards, you can try to stay in the safe spot by standing 
and adjusting your positron as behind his rib cage. You can also wait until Gergoth 
has taken all three steps of his backwards movement pattern and then si ice-kick 
toward him. 


Once youVe reduced Gergoth J s HP to a 
critical stage, his facial skin will perma¬ 
nently peel off and hell break through all 
the floors of the Condemned Tower. Try 
to make sure you land as far away from 
Gergoth r s body as you can, as you'll be 
m for serious hurt if any part of his body 
falls on you. Once he lands on the bottom 
level of the Tower, the shackles around 
his ankles will slowly break off. Once this 
happens, all of Gergoth's movements 
will speed up, and hell cycle through his 
attack patterns more quickly, Trmimg on 
ail of your dodging and attack maneu¬ 
vers will become even tighter, but don't give up now. If you've made it this far, then 
youVe almost beat him. 







©fftllljC 


To dodge GergotfVS attacks, you want to 
position yourself in the "safe spot" just in 
front of his ankles, Conveniently, Gengoth's 
ankles are also his weak point. You can 
damage him by hitting any part of his body,, 
but yotrll do the most damage when you 
hit his ankles. £a f while crouching ip the 
safe spot, make sure you are constantly 
attacking Gergoth's vulnerable ankles with 
your weapon. You need something strong 
that jabs right in front of Soma; Halberds, 
Rapiers, Swords, and Katanas all fit the bill. 
Absolutely do not use weapons like Great 
Swords or A*es; their arcing swings will hit 
Gergoth's underbelly and do less damage. 


Unfortunately, the tight timing that's re- You can use ground-wave Bullet Souls to 
quired to stay in the safe spot means that do immense damage to Gengofch after rna- 
u$ing any Bullet-Type Tactical Soul to dam- neuvering behind him, The Frozen Shade 
age Gergotffs ankles Is out of the question, in particular can do massrve damage. 
However, you can still use Guardian-Type Properly temed, it can hit Gergoth as many 
Tactical Souls to do damage exponentially as six times before he even turns around, 
faster. Persephone and Buer are both 
excellent choices. 

















i the Tourer's < 
need to use a 


If you like, you can opt to do this chapter and fight Gergoih before you fight Ra- 
hab (as covered in the last chapter). It doesn't really matter which order you do 
the stages in, but wa think having some time to level up and gather items in the 
Subterranean Hell comes in handy before you have to take on ifunn 

do opt to do this chapter first, then it's a good idea to cover the HCTAt area in liec 
walkthrough before going back to Figfit Rahab. 


You'll first encounter the 
intimidating Great Axe 
Armor in the Condemned 
Tower. It looks scary, 
and yeah, that axe of its 
hurts if it connects. The 
good news is that 
a sweet spot directly in 
front of the Great Axe Ar¬ 
mor. When it brings its axe 
down, the blade is the only 
part that'll hit, so if you're 
standing where the axe's 

handle comes J ’- - 

escape without damage. 
Mow, you can use power¬ 
ful blunt attacks like the 
Slaughterer or Hell Boar 
Bullet Souls to dismantle 
the Great Axe Armor. 


Jjtotta: ls>tast ©rber 


I Unless you want to make 
a quick run to the Teleport 
Room in the Dark Chapel, start 
climbing back up the Tower. You and 
Gergoth managed ****** 
all the floors in 
area, so y 

jump and the nymy nrmur 
across the gap. 


* i Save your game again at the 
l o Save Room, and you're finished 
with the Condemned Tower, 


)t <§reat &xc &rmor 
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1 Firsts you have a little busi¬ 

ness to finish in the Con¬ 
demned Tower. Cross the 
empty space where Gergoth's: room 
once was by dropping down to the 
ledge beneath the opening. Make a 
long horizontal double-jump, then 
use the Flying Armor to carry you the 
rest of the way. 


Enter this room to pick up the 
Tower Key. 
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3 Head one screen west to open 
up the Tower's Teleport Room. 
This is a great time to go back 
to the Lost Village and restock your 
items, since Gergoth probably de¬ 
pleted your Potion supply. 


ead back to this room. Now 
that you have the Tower Key, 
the blue door will open and let 
you through into the next area 


You'll have an event witft 
Celia in this hallway. 


You'll find a Save Room here 
Don't hesitate to backtrack 
here if you get in trouble. 


Cuid Fui ijysr 

VQU've mlj rnrre tli* far? 


7 Take the lower exit from the 
initial shaft where you first 
entered the Cursed Clock 
Tower, Keep heading right through all 
the areas, until you come to the Army 
Jacket in this room. 
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Pick up the Scale Mail in this 
r oom,, and take note of the 


9 


Navigate the pendulum jumps 


? 3 


tn npt into this rnnm an ft nrshi 
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Magic Seal IV. 


Dive to the bottom of this 
shaft to pick up UMA News 3-1 


U lt may look like you're stuck 
here, but you're not. Ride the 
giant pendulum and double- 
jump off of it when it's swung all the 
way to the right. You'll land on a wood 
en platform that's just out of sight. 


There's a Save Room here; be 
sure to stop off, as a boss fight 
is coming up. 


BOSS FIGHT: 
ZEPHYR 
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In his First, he throws a little dagger at 
Soma from across the room, Jump over 
rt, s^ide under rt, or smack it out of the 
air with your weapon. 


For his second, he Heaps up to the 
ceiling and then dives diagonally down 
across the room, slashing his claws and 
tossing a dagger, This is easy tg evade; 
just back away from him or hop just 
Over him. Don't try to just duck under 
the dagger, as that won't work, 


For this third, he briefly freezes time 
while striking a cross-armed stance, 
then rushes forward at Soma while 
slashing his daws. Zephyr only tends to 
use this when you're standing right in 
front of him, and he can use it 
to automatically counter one 
of your melee attacks. It's 
a pretty good argument 
for not staying tce-fco-toe 
with him for any great 
length of time. 


HP: 1234 


Difficulty: Low 


Magic Seal: IV 


mm 
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Rewant$: ZEphiyr Smi! 


Zephyr is a demon with tong claws and a penchant for daggers. After 
Gergoth and all the traps of the Cursed Clock Tower, youII be more than 
capable of dealing with him. Although he's agile and he hits pretty hard, 
his stage is large and gives you plenty of room to maneuver Don't be 
surprised if you kill him before seeing all of his attack patterns 


Zephyr has four major attack patterns, and they're all easy to deal with. 
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H Head back to the: Save Room, 
then leave Zephyr's room via 
tts left exit. This opens up the 
Cursed Clock Tower's Teleport Room, 
Time to move on. 


The last three digits of your gold 
count need to be '573' to open this 
door. This is another one you want 
to open as soon as you have the 
chance, because inside is the 
incredibly useful Shaman Ring. 


The bloody pistons will smash Soma 
against the spikes on the ceiling; 
the clean ones will Jet Soma duck to 
avoid the spokes. Use slides or your 
bachdash to quickly get across the 
bloody pistons, then crouch on the 
clean ones. 










jlotcs: s>atoi)labe <Etaps 


When the blades are swing¬ 
ing away from you, you can 
simply walk or slide-kick 
past them. When they're 
swinging toward you, break 
out the Puppet Master Soul. 
You can throw the puppet 
through the approaching 
blade, and then emerge 
unharmed 
on the other side. 



i^otcfi: Jkptfees anti JflebuBa ^eabs 


Any C astlsvania vet knows 
that if you try to fight all 
the Medusa Heads, you'll 
end up dead. Instead, you 
want to hurry through 
them as quick as you can. 
Take special care to evade 
the golden Medusa Heads. 
They will turn you to stone, 
and if that happens in the 
wrong place, you can get 
dropped on a bed of spikes 
and lose a big chunk of your 
HP. If you're having a hard 
time dodging through the 
Medusa Heads to get to 
your destination, try using 
a familiar like the Mini-Devil 
or the Mandragara to clear 




the room a bit. 




The Imps are annoying by 
themselves and excruci* 
a ting when they appear 
alongside Medusa Heads. 

If they appear in any room 
where you have to navigate 
a jumping puzzle, be sure 
to clear them alt out with a 
Man drag ora or Axe Armor 
Soul before you proceed 
very far. Imps will either 
dive at Soma when he's 
jumping to knock him back, 
or use a spiritual attack 
that paralyzes him in a 
never-ending attack anima¬ 
tion. Hammer your attack 
button to break free. 


If you visited the Subterranean Hell before fighting Gergoth, then it's time to 
backtrack to the time-freeze room. If you didn't, then consult the chapter 6 
walkthrough up until the point where you reach, the time-freeze room. Then 
jump ahead to the next chapter. 
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CHoptrr S: 


























I Backtrack through the Subter¬ 
ranean Hell to the time-freeze 
room. Use the Zephyr Soul. 
Time will restart normally.,, or will it? 
This whole area seems oddly familiar,, 


Head to the this room at the 
top of a long passage to pick 
up a Mana Prism. Note the 
mirror in the background. 


Visit this Save 
Room. 


Open up the 
Silenced Ruins' 
Teleport Room, 


story event with 
Julius and Da rio. 


BOSS FIGHT; 
BAT COMPANY 


1 Head up to this 


"t roam to see a 

0 
















Its second-favorite pattern is to turn 
into one of the Quant moai heads from 
Gradius' The moai head will -spit little 
energy bubbles at Soma, You can slide 
under most of them, or knock them 
away with Soma's mefee weapon. 


f UP: 1500 


Difficulty: Low 


Magtc Seat IV 


Rewards: Rat Company Soul 


The Bat Company is a swarm of bats who act as one. The bats can 
form different shapes that determine their attack pattern when they're 
attacking Soma, By now you've grown so powerful that you may kill 
Bat Company before you see all of its attack patterns. 


pattern 


Bat Company's favorite 
pattern is the form of 
a giant bat. The bat 
likes to drop down on 
Soma and try to crush 
him. Just keep Soma's 
back to th e center of 
the room, and be ready 
to backdash away. You 
can also use Tactical 
Souls like the Valkyrie 
to just rush through the 
giant bat. 






<0ftasc 


After you've dodged one of Bat Compa¬ 
ny^ attack patterns, it's time to retaliate. 
Use the same heavy loadout of high- 
powered Tactical Souls you used against 
Zephyr, but stay away from Mandr^gora 
- its attack animation leaves Soma irnmo 1 
bilized for too long. The Witch and Axe 
Armor are better choices. Bat Company 
has a severe vulnerabitty to fire that you 
might want to exploit by using a weapon 
like the Levaetain, or fiery Tactical Souls 
like the Buer, Bomber Armor, White 
Dragon, and Flame Demon, 



For its third pattern, the 
bats turn into giant hand 
gnd try to pinch Soma. 
This attack does heavy 
damage, so dodge it the 
same w^y you would 
the giant bat. Vcu can 
also leap over it, smce 
touching the very edges 
of the bat swarm wont 
damage you. 
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Save your game, then Teleport out, 


Stumped For how to damage Dead 
Crusaders? The easy way out is, for 
once, the right one. Just use a shot 
of the Zephyr Soul and you can mow 
them down easily. There are other 
ways to kilt these guys, like parboil¬ 
ing them with the Flame Demon 
while they're at the very edge of the 
screen, but those methods are much 
less efficient. 
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I Teleport into the Cursed Clock 
Tower (after a stop at the Lost 
Village, if you want to synth 
weapons and stock up on items). 

DTop down through the opening in 
the room outside the Teleport Room 
and hit this switch; it will let you 
backtrack into the rest of the Clock 
Tower, if you like. 


Keep heading left and down. 
When you get to this area, use 
Bat Company to navigate the 
spiked corridor. 


















































If you think this is a story event 
with Yoko, you're wrong. It's a 
devious Succubus in disguise. 
Defeat her and then move on. 


4 Head to this Save Room. Until 
you've levelled up a bit, you'll 
find yourself constantly back¬ 
tracking to this area. Its healing mojo 
can be a lifesaver. 


Attack the ground here to open 
tip an easy-to-reach secret 
room. Drop into it to pick up 
the Truffle. 


7 This long room hill of Yoke 

impersonators leads to an 
extra-difficult area of the 
Demon Guest House. It's worth going 
through if you decide you need to 
level up. If you just want to rush to 
the boss, you can skip it. 


Next, head here to open up 
the Pinnacle's Teleport Room. 
Backtracking here can also be 
a lifesaver. 
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8 Use Bat Company to fly to the top 
of this wall, then change back to 
Soma in mid-air and attack the 
waff as you fall. You'l l open up another 
secret room you can enter. This one con¬ 
tains the valuable Durandal sword. 


Next, go to this roam to pick 
up a Mana Prism. 


Go up and into this room to 
pick up the Lance. 


U IF you feel up to 
tt, challenge this 
Final Guard so you 
can grab the chests full of 
money beyond. Since the 
Final Guard can't cross the 
opening in the middle of 
the room, hug the wall and 
snipe it to death with a pro 
jectilc Bullet Soul, like the 
Witch. It'll take a very, ver} 
long time. 










Attack 


just in front of 
the Magic Seal 
door to open 
up another 
convenient 
secret room. 
Fly up into this 
one with Bat 
Company and 
you'll find two 
valuable items: 
Satan's Ring 
and Fragarath. 


It's time for what could be 
your last Boss fight: a final 
showdown with Dario Bossi 





















Difficulty; Medium 


Rewards: Nothing 


Dario's soul has bean fused with the essence of a horrible fire demon, who 
you can see leering at you in the background mirror as you fight. Despite 
that he's really not all that different. He hits a bit hander now and has a 
couple new moves, but that's really about it. You'll have no problems with 
him once you learn his new moves, and how to avoid them. 


Dario has four major attack patterns,, alt of which are easy to dodge if you pay 
attention. He fights a Sot like he did in the Garden of Madness, hut he's apparently 
been leveling up, 


Dario's only truly new attack involves 
launching a pair of flaming serpents at 
Soma. The serpents twine across the 
screen, leaving large, regularly spaced 
gaps between them, Stand in one of 
the gaps to- evade Dario's attack. 


As part of his second pattern, Dario 
launches a powered-up version of 
his old fire ha |l. This time it splits into 
three projectiles, one of which travels 
horizontally and two of which go diago¬ 
nally. Just jump over the first one and 
then counter-attack with a Bullet Soul. 
The fireballs come out fast, though, and 
they can catch you during an attack 
animation pf you're not careful. 



His third method of 
attack is hrs old move 
where he summoned 
pillars of flame. Tins 
time the third p-llar will 
si ways appear between 
the first two,, but if 
Soma is hit by one, he'll 
be frozen in place and 
will take damage twice. 


Dario's fourth pattern is 
Iifs old ground-wave burst 
of fire. It does a lot more 
damage now, shoots 
up higher, and travels 
farther.,, but you can still 
just Jump over it. 



























As in the last fight, Dario likes to teleport around the room. Also like last time, you'll 
want to try and keep Dario on the other side of the screen from you, This makes 
dodging his attacks much easier. There's a good chance you'll he able to kill him 
before he ever teleports, though. 


0f trust 


You can actually use the exact same offensive tactics that you heat Dario with be¬ 
fore. Equip a strong Bullet-Type souf like the Witch or a strong ground-based attack 
like the Une, and hit Dario once between his attack patterns, If yoy r ve picked up 
the Frozen Shatfe Soul, you can use it do some enormous damage to Dario, too. As 
in the last fight, you can hit him with melee attacks if you're toting a strong Katana 
(or if you've synthesised the Ice Brand SwordJ, but it's not an efficient way to do 
damage. Dodge and hit, and he'll go down ?n no time. 


















i^otcs: Cake it IHtito 

Move slowly through this area if you have to. There's no shame in simply stand¬ 
ing in a safe spot to regenerate MP if it comes to that, or using Bat Company to 
escape from enemies instead of fighting them. If you have to do this, though, 
you probably need to level up both Soma and the Tactical Souls he r s using. 


J&ates: ^potligljt &oom 


It s not worth heading 
into this corridor just yet; 
chances are that the Final 
Guards here are way too 
powerful for you. Make a 
note of it for future refer¬ 
ence, though, as the spot¬ 
light between the Guards 
is concealing a secret... 


I i— The next story event you 
iO watch should make it obvious 
that your game isn't nearly 
yet; if nothing else, we've yet to 
with Celia. Let the Staff Credits 
roll, then restart your game. You'll 
start from whichever Save Room you 
last used before your "'final battle" 
with Dario. 
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Chapter 10: 

3>i)t J^elu Bark Horb 



Wail, [ tau'l just bill Darin, 3 lu-ry iias Uj k some ln-Uur way, 

I li-il m< punter in the mirror,., i* llit-re boiik 1 wav l could till it ii^lviuL? 
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Remember the room of Yoke impersonators 
that we mentioned lest chapter? You'll 


went to go through there now, and into 


the hidden area of the Demon Guest House, You'll 


find interesting things in all of the rooms, but the 
particular room you need to get through is this one: 
the one with three dark red-brown walls in it. As 
you can see by their markings, one can be destroyed 
with a shot from the Axe Armor Soul; another, with 
one of the KiUer Clown Soul's throwing cards; and 
the third (which you can't see) will crumble after you 
hit it with the Ukobaek BulietSoul, Go get all three 
Souls if you don't have them, then return and break 
down the walls. 
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HIDDEN BOSS: 
LJTTLE PARANOIA 









HP: 1700 


Difficulty: Medium 


Magic Seal: None 


This Paranoia is small and weak, but can still do a number on an unpre¬ 
pared player, He's a demon clown who hides in mirrors, and uses the 
power of light against yon. 


pattern 


Paranoia only has two attack patterns. One is harmless,, but the other can carve you bo pieces. 


F.c ■ - ds Mane 


His second, horrible attack pattern is 
initiated when he leaps back into his 
mirror. The four mirrors on the edges of 
the room will tilt into a particular pat¬ 
tern , and Paranoia will stack his finger 
out of one and Shoot A laser. The 'aser 
will bounce off of all four mirros, with 
the angle of tilt indicating how the laser 
will move from mirror to mirror. Predict¬ 
ing how a laser will move is largely a 
matter of trial and error; Since the mir¬ 
rors are all 20, Ft's hard to tell exactly 
what their tilt-angle is supposed to be, 
and which direction Paranoia shoots his 
laser from can also drastic ally change 
the laser's bounce pattern. You can 
sometimes evade the laser easily by 
slide-kicking underneath one of the 
ground-based mirrors. 


Paranoia's harmless attack pattern is 
when he leaps out of the mirror to at¬ 
tack you. His weak little strikes do pid¬ 
dling damage. You can evade him easily 
by backdating or just leaping over his 
head. When he's out and attacking, go 
on the offensive. 




































































































L’-ifflculty: High 


Rewards: Paranoia Soul 


Paranoia's not quite the beast that Gergoth was, but lie's an unpleasant 
surprise after so many comparatively easy boss fights in a row. This time 
Paranoia is a much larger demon down, but he still has his four mirrors 
with him, and he stilt has it in for you, 


Pattern 


Like last time. Paranoia has two major attack patterns 

Now when Paranoia leaps out of the iff~~ i ■■ 

mirror, hell float around the room. T 

He's much larger, which makes him 

an easy target, hut he never touches 

down for long. You have to work a lot 

harder to damage him. Periodically, 

he'll float directly over Soma's head, so 

that you can only damage him with the 

Axe Armor Soul, After a few moments H 

hell drop down on Soma's head and do ,.T;\ 

damage. Evade by backdashing or slide- 

kicking, then let Paranoia have it. 


His second attack pattern,, when he 
leaps into the mirror, is like last time.,, 
but werse. Now when Paranoia fires his 
laser. It's much thicker and wall damage 
Soma at least twice if tie's caught in its 
path. Paranoia will fire two laser volleys 
in a row, each with a different mirror 
alignment, before he leaps back out of 
the mirror. Using Bat Company to evade 
is vital, as Paranoia's laser volleys can 
whittle through your health bar in no 
time at all. Don't ever let Soma's MR 
drop below S0% when you're attacking 
Paranoia with Bullet Souls, 







©fftnst 


The only Tactical Soul you 
can really do much with 
against Paranoia at this 
point is the Axe Armor 
Soul, You can use a few 
others if you really want 
to r hut you'll probably find 
they're less da mage-effi¬ 
cient. Overall, though, you 
want to save your MR far 
defense in this round. 


Against this Paranoia., 
you’ll find yourself relying 
on your weapon more, A 
high-caliber Polearm is 
ideal, but you can also do 
a number on him with a 
Rapier or a Katana. If rt J s 
fast and has some reach 
to it, use it. 























6 Head into the next room to the 
left after you beat Paranoia for 
good. You'Ll find Otrox's Suit, 
one of the very best suits of armor 
in the game, and the best armor that 
isn't an unfockable item or a 
monster drop. 


7 You can also test out your new 
Paranoia Soul ability. Use it in 
front of the room where you 
fought the little Paranoia, and you'll 
enter a hidden room where you can 
find a Mana Prism. 


8 Go hack to the Pinnacle. Save 
at the Save Room, then use the 
Teleport Room to resupply at 
the Lost Village if you need to. After 
this, you're ready to head into your 
second final battle. 


When the final battle with 
Dario starts, don't even bother 
fighting him. Dodge until he 
teleports away from the mirror, then 
use Paranoia to enter it. Now, you'll 
have a boss fight with the demon that 
Celia bonded to Dario. 
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Magic Seal: TV 


A demon of fire with god-like power, Aguni is probably the nastiest thing 
you've faced since Gergoth. The trick to beating him is simple reflexes and 
mastering his attack patterns. Learn how to move and wlien to counter, 
and youll do fine. 

Pattern • - X •' 

Aguni cycles through four major attack patterns. All of his attacks do pretty hefty 
damage, so you cant afford to be sloppy or make mistakes. To win, ail of your 
moves have to be perfect. 


Difficulty: High 


Rewards: Aguni Soul 


Ag urn's second attack pattern is like 
Christmas for you. Hell hover in place 
and begin spitting globs of fire at the 
floor. The globs will erupt into slow- 
moving fire waves that are easy to jump 
over. You can get a free hat on Agunl 
after you leap over each wave of flame. 
He usually fires them off in 
bursts of three, but some¬ 
times hell chain bursts 
together. 




For his first attack, Aguni will roar, then 
fly up out of the room. Hell dive back 
down, homing In on wherever Soma is 
standing. The impact will send waves of 
fire rippling across the room. They look 
like Dario's, but are larger and more 
powerful. You need to leap over them 
to evade, but be careful. If you jump 
while Aguni is too dose to you, you will 
take damage. To be safe, try to pull 
away from Aguni a little as you jump. 

So, try not to let Aguni pin you against 
one of the room's outside walls when 
he does this move. Right after success¬ 
fully evading the fire wave is a good 
trme to leap up and attack Agni. 
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Before you step into the nng with Aguns, 
you need a strong, fast weapon like a 
Katana and a strong Bullet-Type Tactical 
Soul that tires a horizontal projectile. 

The absolute best is a level nine Mer¬ 
man Soul, which consumes little MP but 
can do over a hundred points of damage 
every time it connects. It is a relatively 
short-range Bullet Soul, so you have to 
make sure you're fairly dose to Aguni 
when you r re using it. 


The Witch Soul doesn't do as much 
damage per strike, but it's quite good tf 
you don't have or don't want to use the 
Merman, The Witch can hit Aguni from 
very far away, and it sometimes hits 


No matter what you're using, attack 
Aguni by jumping up and hitting his hand 
while youVE in the air. You can easily 
do this using almost any weapon, but 
you' I find Aguni goes down foster if you 
focus on using Tactical Bouls to do 
damage. 









After it's over, use Paranoia to 
go back through the mirror. A 
story event with Celia occurs. 


Head into the next room to the 
left to pick up l^lagic Seal V. 


The room wh ere Celia's waiti ng 
lO for you is the Magic Seal room 
rn the Garden of Madness that 
you haven't been able to open yet. 
Take the Teleport Room to head there 
immediately. Don't equip Mina's Talis¬ 
man before you enter the room, 


Now go save your game, 


H One hell of a story event 

ensues. When it's over) Julius 
Mode will be unlocked... but 
wait a second. That can't be the real 
ending of the game... can it? 


There are still two Walkthrough chapters left, so I'm sure you've figured out 
the answer. As with the last ending, let the staff credits roll, then continue 
your game from the main menu. You'll appear at the last Save Room you 
visited before the game ended. 
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Don't be f zoled! 


I Okpy r let's try this again, 
Equip Mina's Talisman, then 
go back to the Magic Seal 
room in the Garden of Madness. 
Things will turn out very differently 
this time. 


2 Remember the room at the 
bottom of the Condemned 
Tower, where you had the 
story event with Julius? Go back 
there. A new story event is waiting 
for you, as is the entrance to a new 
area. 
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Head for this Save Room first 
thing. 


Next, open up the Mine of 
Judgement's Telepart Room. 



3 Finally, stop off in this Save 

Room and practice Magic Seal 
5 until you have the hang of 
drawing it quickly. A brutal boss fight 
awaits you i'll 1 


BOSS FIGHT 
DiATH 
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HP: 4444 


Difficulty: High 




Reward? Death Soul 


Magic Seat: v 


Hardcore Casttevania junkies are going to love this. Death is a superb 
test of reflexes and pattern-boss cleverness. So superb, in fact, that 
you may want to curl up and cry after the first half-dozen or so times 
he kills you. Don't worry- Death can be defeated, but he requires some 
very specific strategies. It also helps to make sure that you show up 
with the best equipment you can find and a good complement of High 
Potions and High Mind-Ups. 

Pattern - 

Death has two forms with two completely different attack patterns. He transforms 
once his HP has been reduced to about 50%, You have to master both forms, and it 
will take lots of practice (and dyingl) to get there. 


Death's first form has three major attack 
patterns. The first,, and one of the tricki¬ 
est to evade, is when Death summons 
bis scythe and rushes at you. The easiest 
way to evade is to immediately turn tail, 
run, and double jump when Death swipes 
at you. When you land from this, it's a 
good time to go for a quick counterattack, 
If Death manages to push you up against 
the wall with hes first rush, he may rush at 
you again. If so, it's extremely difficult to 
dodge that. If your timing is perfect, you 
can actually slide-kick beneath Death’s 
scythe when he swipes at you, then siide- 
kick again to get free of him. You don't 
want to be put in a positron where you 
have to try this frequently, though. 


Note that you can outrun Death's first slash, and duck underneath the second. 


For Death's other attack patterns, hell hover in the air just above Soma's head. 
Me moves sSowfy and offers lots of opportunities for you to beat on him, but 
make sure you keep moving. If you stand in one place and try to spam hrm 
with Tactical Sauls, you'll end up getting punished one way or another. You 
also want to try and keep Death positioned at the center of the room, as 
this offers optimal room for you to dodge his attacks. 
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Death's Anal attack is probably the 
easiest to dodge, He'll throw his scythe 
at Soma, which! fly a short distance 
before exploding into a circular barrage 
of sickles, each of which will do heavy 
damage if it connects, Luckily,, each of 
the sickles flies slowty and can be batted 
out of the air with any weapon. 


Death will sparkle with magic before 
he launches his second attack, A series 
of phantasmal Deaths wilt appear in 
the background, and a pillar of magic 
Will explode upward in front of each of 
them. Dodging is as simple as stepping 
between the phantom Deaths, This 
attack animation is long and gives you 
ample time to punish Death, 


When Death transforms, his moves - -— -■ ^ m - 

become entirely different and much more 1 
dangerous. He still has three attack pat¬ 
terns, but they're different than his initial 
three. You still want to focus on keeping i 

him around the center of the room if you I 

can. His basic attack pattern is to disap- ! B ^ 

pear, reappear just behind or in front of ■ 

Soma, and jerk his scythe back to do big ■■ 

damage. TO evade, you need to stop y- \ * 

moving the minute Death disap- ^ 
pears. Then when he reappears, j r • . -^i. 

double-jump over the scythe 

before Death jerks it back. Just focus on dodging; timing is somewhat 
tight here, and it's not a good time for counter-attacking. 



















He'll announce his next pattern by shouting "Jump I" However, Death does not 
have your best interests in mind, and you definitely do not want to jump at that 
moment. After the sound dip, Death will hurl his giant scythe through the air after 
Soma, while smaller scythes appear and % slowly at him. These small scythes do 
very little damage, while the large scythe does brutal damage. Focus on evading 
the large scythe by rushing to the edge of the room, if you stay on the same side 
where Death initially throws the scythe, and Death is around the center of the room, 
then the scythe will wheel away from the far wall, leaving Soma unscathed. Yon can 
dodge or destroy the smaller scythes at your leisure. 


If you pass under Death to avoid the large 
scythe, then it will wheel back around off¬ 
screen and come back at Soma, spinning 
along the ground. It's harder to evade 
when it r s coming at you like this - leap¬ 
ing over it or using a Medusa Headi Soul 
to freeze yourself in the air above it are 
your only real options. Doing either opens 
you up to being hit en masse by the tiny 
scythes. It's generally best to stay on 
the Side where Death initially throws the 
scythe. 




You know Death's third and most damag¬ 
ing attack pattern is coming when you 
see blue projectiles fly out of Death's 
arms toward either side of the screen. 

Immediately leap up into the air and use 
the Medusa Head or Bat Company Soul to 
hang in place. Moments later, giant skulls 
will appear from either side of the screen, 
biting at the area where Soma was mo¬ 
ments before. Your positioning has to be 
exact; a little too far to the right or left 
and you'll be hit for full damage, Even a 
couple of attacks from the skulls is prob¬ 
ably enough to kill you. Since being able 

to use Guardian SouEs is so vital when facing Death's second form, make sure 
you don't reduce Soma's MP below 50% or so when attacking Death with 
Tactical Souls. Death sometimes uses this pattern twice or more in a row. 



While Death's second form has devas¬ 
tating attacks, he cycles through them 
relatively slowly. You'll have a chance 
to leap up and hit him with Tactical 
Souls or weapon strikes once or twice 
between his patterns. Against Death's 
second form P you need to be patient 
and fall into a hit-and-run pattern. If 
you're careful, you'll easily be able to 
outlast him. 
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You want to equip the strongest weapons, accessories,, and armor you have avail¬ 
able. A strong Katana is absolutely ideal for this particular battle, and you can also 
do well with a strong Polearm. For Tactical Souls, damage efficiency is the key factor 
when fighting Death. You want to be able to do lots of damage without having to 
chew through Soma's MR too quickly. 


When Death's first form is close to the 
ground, you can do enormous damage for 
relatively little cost using a ground-wave 
Soul like Aguni or Frozen Shade. Other¬ 
wise, you want to use strong Bullet-Type 
Souls that let you strike Death from a fair 
distance away. You can get good use 
out of just about any such Soul that 
you've managed to get up to level nine, 
but you'll probably find the Witch, Ame 
Armor, Killer Clown, and Msndragora 
particularly useful. 


If you have the Medusa Head Soul and the MR to use it, you can really unload on 
Death while he's firing off his giant skulls. Just hover nevt to him and keep 
i swinging your melee weapon. Since the Fireballs themselves don't do any 
damage, you can pretty much hang up there all day. 
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Enter this Save Room 
immediately. 


Drop down through the mud 
into this room to get the Hip- 
pogryph Ability Soul. 


Keep progressing, slowly and carefully, until 
O you get to this Save Room. You may need to 
simply escape from some enemies rather than 
beating them outright. If you're not surviving long 
enough to escape, you need to go leave the Abyss for 
awhile and level up. A boss fight is waiting for you in 
the next room, and if you can't take the Abyss mon¬ 
sters you're really not ready to fight dim. 


BOSS: 

ABADDON 







Difficutty: Medium 


R., . ds Abaddon Saul 


Abaddon is a demon shaped like a giant locust, elegantly dressed, with a 
maestro's baton in hand* He won't do much on his own, but the swarms 
of normal locusts he controls can tear Soma apart if your luck is bad. 


Pattern 


Abaddon only has one real attack pattern. He moves hie baton to signal his locusts, 
which is baton's movements signalling how the locust swarm will move. Pay careful 
attention to this to prepare yourself for the swarm. You can't really move around and 
evade Abaddon's patterns very well unless it happens to be a pattern that has a safe 
spot; instead, yciu should try to destroy the locust swarms. 


If Abaddon sweeps the baton down¬ 
ward, then the locusts will fly in from 
the top of the room and dave down¬ 
wards. A weJl-timed Mandragora dr 
Axe Armor will destroy the locusts and 
keep Soma safe. 


If he sweeps the baton in a circular 
motion, then the locusts will fly in at the 
bottom of the room, then wheel around 
when they reach the room's far wall 
and fly back out along the ceiling, in 
this pattern you Can actually evade the 
locusts by crouching against the 
far wall, where they'll wheel around. 

If you have attacks that're power’ 
ful enough to cut through the locust 
swarm, such as highly penetrative Bullet 
Souls like the Rame Demon, you'll find 
that this is an excellent time to counter¬ 
attack Abaddon. 






In a similar pattern r Abaddon will sweep 
his baton in a U-shape, The locusts will 
fly downward, then wheel upwards when 
they meet the ground. This pattern has 
three safe spots: one in either comer of 
the room, and one at the center of the 
ceiling, inside the swarm's arc. You can 
make good use of a ground-wave Soul 
here for damaging both the swarm and 
Abaddon himself. 


If he sweeps the baton out toward Soma, 
then three swams of locusts will fly 
horizontally across the room. The first 
swarm will hit at ground level; the second, 
about halfway up the screen; the third, at 
the top of the screen. Ignore the upper 
swarms and just deal with the lower ones. 
You can use Death and Aguni to great 
effect jn this pattern to cut the swarm to 
pieces and deal some heavy damage to 
Abaddon, Each of the straight swarms wili 
spread out as they fly, so you can't duck 
the lowest swarm unless you're standing 
right next to therr point of ongin. 



Abaddon will sometimes pause in his 
directing to hop toward Soma, This 
ts harmless until he's right on top of 
Soma; then you'll need to find a moment 
between swarms to leap over Abaddon's 
head and get to the other side of the 
room. You can slide-kick underneath 
him, but this requires tighter timing, A 
bigger concern than Abaddon damaging 
Soma is Abaddon standing in one of 
the room's safe spots. If this hap¬ 
pens, then evading the swarms 
will get much more difficult, 

Turn on Death or hope you're 
really, really good at using Bat 
Company for dodging. 
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How you fight Abaddon depends on how 
cheap you feel like being. It r s entirely 
possible to beat him by just equipping 
Death and the Axe Armor Soul, Crouch 
in one corner with Death on, which wall 
chew the swarms to pieces and do heavy 
damage to Abaddon himself. Then throw 
Axes when the swarm comes at you from 
above- You may need to shotgun High 
Mind Ups to keep this pattern up long 
enough to kill Abaddon, but it works, 

Equip an Axe or Great Sword weapon and 
use it to clear out any locusts that make it 
through the storm of Death scythes. 


If you feel Irke actually,,, y'know, fighting 
Abaddon, then shut Death off or only use 
it to cut through the swarms. You can 
hammer Abaddon with projectile Bullet- 
Type Souls like the Killer Clown between 
swarms to do pretty big damage. If you're 
feeling really active, run toward him and 
wail on him a few times with your weapon 
of choice before dashing away and pre¬ 
paring to defeiid against another swarm, 
if you screw up when fighting Abaddon 
you'll go down pretty fast, but once you 
have the hang of his patterns youII find 
he's very easy to deal with, 





3 Go back to the Save Room and 
equip the Abaddon Soul. You'll 
be getting a lot of use out of it 
in the second half of the Abyss, Even 
if you had trouble with enemies up to 
now, you'll find that Abaddon's locust 
swarm still tears the Abyss's mon¬ 
sters to pieces. 


6 Head carefully through 

the next few areas. Eventu¬ 
ally you'll open up the Abyss' 
Teleport Room. Up above is a Save 
Room you'll want to use, too. Since 
the final battle doesn't take place on 
any "regular" area of the castle map r 
you can opt to stop here and- work oil 
getting a 100% file before you face 
Menace. If you've followed this walk¬ 
through exactly, you're probably at 
around 8 hours of gameplay and 85% 
map completion, so there are plenty 
of secret rooms and out-of-the-way 
areas left for you to find in the castle. 
If you get a 100% file now, then you 
can use everything you earn along 
the way against Menace. 

Of course, that also means putting 
off a chance to see the ending, and 
you can work on getting a 100% hie 
after you defeat Menace, Chances 


are that you're more than capable of 
beating him now, if you've been able 
to handle the Abyss's other enemies 
without any problems. It's more or 
less question of how badly you want 
to see the story ending before you 
start power level mg Soma. When 
you are ready to fight Menace, bring 
a full complement of healing items 
with you. 




Press "up" in this room to 
use it like a teleporter. Row 
you're facing the game's real 
and true Final Boss. 
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BOSS FIGHT: 
MENACE 
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Does that sound simple? It would be, if 
not for the angry floating moutb'pods 
that Menace will begin to slowly spawn 
after you've damaged him once. They 
slowly float up at his jaw and have about 
200 HP each. If they connect with you, 
they will do extremely heavy damage. You 
can destroy them by attacking them,i?ut 
you need to make sure you Ye powerful fr 
enough to do this very quickly {in 2-3 
hits). Ideally, you'll damage them with 
your Tactical Soul attacks as they emerge. 


Ah, but there's one more complication. 
Menace will try bo track Soma's move¬ 
ments, and since you have to retreat up 
into the upper platforms to keep from tak¬ 
ing damage, that means hell eventually 
end up beneath you, instead ofin front of 
you tike you need him to be. While doing 
this, he should begin moving backwards 
toward Soma. Then you can hop around 
to the front and continue as you were, or j 
you can try to exploit his position by at-J 
tacking with the Bomber Armor Soul from 
above!. Getting the attack to connect 1# /J 
tricky, since you can't see his head, bdt if 1 
you drop It just at the center of his skull, J 
then it will detonate and do heingu£'7laim¬ 
age. You can try to use this as a pfirhary 
way to damage him, but then wont know 
when youVe actually destroyed the head. 
Dropping a few bombs and then leaping 
over toward the right side of the room to 
check on Menace's skull is not a bad idea. 








After^ciuVe'pesii-ayed the head in 
Mendres ’skolljthe hard part's over, 
Desfentf tdThfr FlodV to take out the head 
on' his knSe. Defeating this one is quite 
a bit easier; just leap up and useyour Bui 
let-type Tactical Soul to land tug'TJdTnage. 
KWer mouth-pods will spawn nOTlfraffd 1 
meyll always approach'you f rofrH hfrup- 
per half of the room. , j 1 


'lenatTOill start trying to step 
Ih'fBbiflhl le you're damaging his 
TTS^itad, You can simply back up 
QhWi he tries to do this fairly easily, 
jut you'll’Eventually find your back 
MS wan. tfpu don't want this to 
lappeti; It'sTeally hard to keep dam- 
igindTliffSCfBnce you're having 
o dod^tft^en his feet. Instead, 
tfifen tine vJSIl [ffhearby, leap up into 


Ih e^pp er platforms. You need to 
lead Menace back to the right-hand 
side fit the room. 


n‘ attacking him 


again from the’front, or you cah leap 
down behind him and attack from behind, 
This £ dangerous and should only be at¬ 
tempted by advanced players, or players 
with a ton of MP restore items on hand. 
While Menace can't step on you here, 
-you'll also have very little room to maneu¬ 
ver around the mouth-pods, and getting 
'back up intfcjft^platforms is nearly 
impdffiible,{ffyuti can't handle the mouth 

"frll want to set up 
idul to damage the 
focus on attacking 
lur Bullet Souk 


a powerful Gil 
imbuth-pflfisjl 
the knee-hd9d 






(Pffntsr 


Mandragora and Death are both com¬ 
pletely awesome in this fight. The Axe 
Armor Sou] isn't bad, either. Be careful 
using Death since it chews through MF 
like candy, but it can really come in handy 
for getting groups of mouth‘pods off your 
back when they gang up on you. You may 
be tempted to use Abaddon, but don't, 
Abaddon just doesn't dish out the raw 
damage you need to put Menace down, 

If you've got the Treant, equip it so you 
can regenerate MP more quickly; other¬ 
wise, go with Lilith or the Dead Crusader. 

For a weapon, the Katana or another 
Sword Is Idea!. Stay away from slow 
weapons like Axes and Maces. You can 
mate a Poiearm work, but this will make 
your attack timing very tight. For armor 
and accessories, you want to boost your 
DEF and I NT as high as you can get them. 
We like the Serenity Robe and Satan's 
Ring, but you cam easily use Olrox'S Suit 
or even the Three 7s if you want 


You can choose to enter your saved, cleared game if you Zilte, and work on 
getting a 100% castle map, 100% souls, and other goodies. If you want to 
play Hard Mode, you need to start a new game from your Cleared save. If 
you want to play Julius Mode, just select it from the main menu. Con- 
veniently, your cartridge will have three different slots to hold your 
three different games, if you want to play all the game modes* 



Car* to <®o &gam? 


When you defeat Menace in the Abyss, you've seen the true ending of 
Dawn of Sorrow, After the credits, youll be informed that you've unlocked 
Boss Rush Mode, and your game will be saved. 

On the Load Game screen, that save file now appears with a Clear icon 
over it, If you select that save file, you 11 be back in the last Save Room you 
visited before you went to pick your fight with Menace. You can 
continue to explore the castle to your 
heart's content. 

However, if you select the Clear icon, 
you can begin a brand new set 
of challenges. You didn't think you 
were done, did you? 

When you start a new game using 
the Clear icon, you can opt to play on 
Hormal or Hard Mode. Whichever you 
choose, Soma will be returned to the 
beginning of the game, at Lv. 1. You 
won't get as many tutorial messages 

as you did on your first run, but ail story events, boss fights, secrets, and 
items have been reset, 


You've lost all of Soma's Ability Souls, 
as well as Gullet Souls like the Puppet 
Master and Paranoia, so you'll have to 
explore the castle all over again, You're 
also back at 0 EXP and 0 Gold. 

On the plus side, you've got all of the 
equipment you had at the end of your 
last game, including high-powered items 
like the Chaos Ring or Sout Eater Ring. 
You've also still got the Gergoth, Death, 
and Abaddon Souls, if you hadn't used 
them for weapon synth, so you can get 
both Ihe best weapons in the game and 
100% of the Souls. 
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Hard Mode 


The castle hasn't changed since your first run through it. You'll still need to 
defeat the same bosses In the same general order if you want to succeed, 

What has changed are the monsters. A Jot of games, in Hard Mode, would 
just give everything a stat boost and call it a day, but Dawn of Sorrow follows 
a subtler path. Almost every monster is tougher and faster than if was in 
Normal mode, which makes former pushovers into genuine threats. There 
are some other changes on top of that... 

* Zombies move about twice as fast as they did and can Poison you. 

* Peeping Eyes wake up faster. 

* Slimes can Poison you. 

* Ghouls" attacks will knock Soma back. Getting hit by a line of Ghouls will 
toss a Soma that's not using Dragbignazzo around like a ping-pong ball. 

* Draghignazzo, Barbariccia, and Malacoda's attacks will inflict knockback. 
This can lead to annoying things like being thrown out of a room the sec¬ 
ond you enter it. 

* All Medusa Heads will be the gold, petnfying vanety. 

* Ukoback becomes insanely fast. 

» Bone Arks will fire off salvos of two projectiles instead of their usual one, 

* Getting hit by a Tin jelly will Poison and Curse you. (We hate Tinjellies.) 

* Flying Armor's swords do much heavier damage. This makes him a legiti¬ 
mate threat. 

■ Balore becomes much, much faster, which makes it harder to dodge his 
giant laser. 

* Tt takes four hits to destroy Puppet Master 's puppets instead of two. 

* Rehab will drop more icteles in his arcing attack wave, Tins narrows the 
space between them and makes evading them nearly impossible if yoifre 
caught in the arc. 

* You have much less time in which, to avoid Aguni's diving attack. 

* Death will cycle through his attacks faster and will summon his giant Skulls 
more frequently. The skuils will also emerge more quickly. 

If you can reach the Abyss in Hard Mode and defeat the powered ; up version 
of Menace, there's a special, exclusive Soul waiting for you: Hell Fire, Con” 
gratulations! Beating Julius Mode proved you were a master of the game, but 
beating Hard Mode makes you an official grand master of Dawn of Sorrow. 
We may have to form a union, 

Powerl eve ling Soma 

There are hardcore gamers who don't consider a game over until they've 
seen everything it has to offer. That means leveling every character up to Lv. 
99, getting everything there is to get, exploring every facet of the castle, and 
generally owning it in every possible way. 

Getting Soma to Lv. 99 is a tricky proposition. Since enemies' EXP values 
don't depreciate as Soma levels up, you'd th?nk it'd be easy, but the EXP you 
need for the next level gets increasingly ridiculous as you progress. 

k The first thing you should do_, naturally, is equip the Shaman Ring (avaih 
able in the Cursed Clock Tower's slot-machine room, as noted In the 
alkthroughj and the Moth man Enchant SouE, Together, theseil boost 


your effective EXP rate by roughly 156%. 

That brings us to our next question' what do we 
hunt down for its EXP? Final Guards give out 1500 
EXP each, making them the most likely candi¬ 
dates, and ihey're easy enough to take down with 
a maxed-out Bomber Armor Soul. That's a little 
costly, though, and Rnaf Guards are just a little 
too mean to trifle with, Good EXP farming should 
be high-yield, low-risk, and reliable. 

After roughly ten hours' worth of testing, the two 
best places to gain EXP in the game appear to 
be the Abyss and the Condemned Tower, We've 
chosen these areas based upon consistency; it's 
easy to clean up on EXP here. There may be other 
monsters that Ye worth more, but these are easy 
to find and easy to reset. 

In the Abyss, your goal's simple. Go find a Stolas. 
Let it summon things, Beat those things up. An 
Ermys is worth 300 EXP normally, so this is excel¬ 
lent EXP farming. Experiment with your Souls and 
weapons until you find something that'll drop an 
Erinys quickly. 

The Tower's EXP farm is a little more direct. Equip 
the Slaughterer or Nell Boar Souls, then go find 
the Great Axe Armor on the west side of the Tow¬ 
er; Walk up to at, punch it out, then turn around, 
leave via the closest door, and reenter. You'll dean 
up on EXP with zero risk to Soma, 

Another trick you can pull is a descendant of the 
infamous "rubber-band" cheat that gamers used 
to power-level Alucard in Symphony of the Night. 
Equip the Chaos Ring and a continual-effect dam¬ 
age Guardian Soul like the White Dragon, then 
go to one of the dozen or so places where Ghouls 
constantly respawn. 

Plug into a wall socket, then use a rubber band to 
hold down R. Leave it on overnight, and Soma will 
obediently massacre an infinite number of Ghouls 
for 10 EXP each. When you wake up, Sorns 
should have gained at least a few levels. You can 
do this for days if you don't mind running up your 
play time. 


r 


Can SI Stop ffo? 


t 

* 


Have you: 

■ ...gotten all three endings' 

■ ...found aII three hidden monsters? 

■ .. gotten iWtt on the castle map’ 5 

■ ...gotten every monster in the 

game to drop its Common Item 7 

■ ...gotten every monster in the 

came to drop its Rare Item? 

■ ...collected ail the weapons 7 

■ ...collected all the accessories 7 

■ . collected all the food' 

■ ...collected all the Monster Souk' 

R .. collected all the Monster Souls 

as well as the Vaimanway, 

Cloimii Solais, and 
Death Scythe? 

■ ...earned a Potion in Bees 

Rush Mode? 

■ . ..earned the Terror Gear in 

Boss Rush Mode? 

■ ..beaten a monster with the 

Terror Bear just to embarrass it? 
R ...Earned the Nunchaku in Ecks 
R ush Mode 7 

■ ...earned Death’s Robcn Boss 

Rush Mode? 

■ ..earned the RPG in Boss 

Rush Mode? 

> , beaten Julius Mode? 
m ..beaten Boss Rush Mode as 
Juhus, fcto, and Alucard 7 

■ .. beaten Julius Mode without 

Yako' {We can’t do it. Can you?) 

■ .. played a "Naked Soma" game? 

(Don’t use Weapons, armor, 
or accessories besides Mina 's 
Talisman. Only use the Souls 
you need to progress through 
the game Items are allowed, 
because otherwise, you'd he in a 
lot of trouble.) 

■ ...beaten Menace with 

the Nunchaku? 

■ ..beaten the game n Hard aftdl 

earned HeJl Fire? 

As you can see, there's a lot for the 
comptebst ga mer to do in Datw of 
Sorrow — maybe more than any 
other Castlevama game to date. 

Don't be surprised if you end up 
, spend mg up wa rtfs of 6D hones trying 
£ to eoncjtier the $ame completely. 








Legend 
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Heavy Bomb Toss a high power explosive jype; Bullet Sou I 

Sprrkj drops a tomb an the ground at his 'eel, which will del or ill a Lvj JVh 

a couple of seconrSs hi If r. At level ? r the hcmh became no r s SIB 

powerful; at maximum fevcl, tihe hamb becomes a deadly artillery Max 

shell that detonates on imftad J^k'ie ground, Cost: 48/use 

This ps hkely to l>e the hirst reaBH _-rful Bulel Sou I you get. The 

delay on its detonation and the s!Tii range mean you'll have to be careful with it. it's excellent against 
The Creature, and you can use the Bomber Armor soul to shift Dlmltrii down with ridiculous ease. Once 
it's maxed out. the Bomber Armor Saul becomes ore of your most potent weapons. 


As- you might suspect. Dawn of $ormw isn't truly aver until yau'vft gotten all the monsters" Souh maxed out. 
The most important reason to go Saul huRtiirg is the SEcret that it unlocks. If you have IDQ% oF thE So-uls in 
the game — not if you had 10W at one point, but if you fcivve 100% right now — welL, check the secrets 
section. The optimum equipment for hunting is a Tayeuse, wearing the Three 7s armor; and a Snul Fater Ring. 

Etrategies for defeating. 

Ftaiity. Percentage indicates rhe 
drop rate- 

Normal Item The rtcT- that the- 
enemy most frequently mops when 
defeated, if applicable. 

Rare Item t The item that ths 
enemy W 1: rarely drop when 
defeated, f applicable. 

Stats. Nctc that EXP w I rot 
deprecate based upon Sena/ 

Julius's current level. 


1: No.: The number assigned to the 
enemy In Soma's Enemy Lis" cn his 
slates screen. 


9 . Hard : Changes, For rlard mode. 

fd. Sol- 1 name and description 

13. S*ol! artneutes. Type, Lsvei, as: 
t end MP Ccst. A green Tactical 
Eoul will hayie one, three, or nine 
levsfe, IF it has throe, ycu”! reach 
the second level ^hen you ccllect 
five of that monsier's sojH, and 
the th-d when you cote* all 
rule. ]! it has rune, you'll reach a 
new evcl with each O' that-soul 
th.jt you collect, 

12 . Sol! Descriptor. 

15. Enemy Locaton 

14. h jrdjrrg bus. 


7. r he enemy's name 
3. Rcsistences ard vulncrabi! tics. 

O Wist effects the monster fe 
vulnerable te. ’"he monster vjiH 
take tSCAfr damage armors 
from an attack that involves tms 
attribute, 

Wiat effects the monster is 
resistant to. Tie menstar will take 
h nIF carnage or ess ftcfT an atrtc-fe. 
thet invokes this attitude. 

*, Appearance, 


Snul D rop Rate: Ease chance 
a monster will re case CS Tmical 
Sou! upon death 


U 3 ©nrfern at jittitmfSS 

The Barbariccs lurks in the underground punt of the Garden of Madness, & the ha Vitaiys w=i>> the spiked 
doEdfall traps. The lowest part cF this area contains y™v where a Parbanccia s hovering right in front cF 
the door, behind a spike trap. f 1 

As you come throng n the door, hop up and nail the with something like the <>ller Clown BulFet 

Soul. fcull take it down r one shot, Wiincut having to dodge its spear or navigate a trap. Just os sure you 

don't accidentally ■save th* room befo-e you get As Soul, 














As wsua-, Lner-s's not much to fighting Zb-iibras, Thi/I constantly respawn withn a certs M area, rising 
•jp from almost any point or- the j wd In these areas, it helps to be cautious, as it's easy to run into 
one -accidentally, ir otner Stations, fcheyVc found in finite nurters, like any othe- eiic^iy. In either 
esse, Zombies are the first-word in cannon fodder. 

Cloth Tunic 'fjffc-3 MM. •■fgfiatO. .EBgl 


GainEi Poison jttrhute & nwes faster 


Not only do Zombies constantly respawn in the .^ocm west of the drawbridge, but you can hunt a few Ase 
Armors aid SVargs while you're at it. 


You've been fighting Eats since the origiral Castfevaraiia, and n all that time, l*iey haven't changed 
much. Their bggest advantage is that they're often hard to spot until they he you, cut they'ne 
incapable oF do ng seriius darraga. 


Vite can't think of whry you'd want to hunt Eats, but if you do, the room outside of Yoko and Hammer’s 
shops s. greet. New Bats will constantly fly in from offset sen. 


Alternatively. there are tor s of Eats ift the Silenced Rums, 


§>0Ul BatFami! tar Summon Hat as a familiar 

5k>ma summofls a tial familiar, At higher few is, you'll get more and 
more powerful bats, whlch'll fly out and attack enemies chi your 
behalf, 


Type: Guardian $<w| 


Max#: 0 

MP Cost 3/second 


Unless, you want to pretend that the Sat is Soma's wacky 
wisecracking sidekick Ritey, he doesn't bring much to the table. Familiars aren't generally very useful, 
J and ttie Raf would be the bottom of Itie barrel rf not for Eire Cnrpseiveed, 


Data Vault - ikstrary 


































Bata Uault - IJestiarp 





eletcm 


Normal hem: 


EXP 


Ran? Itqnx 


Hard; 


&CP(t( Gone: Throw Throw Boaea 

Sc-sriLS throws a born? -r a sfiatfow arc. More Icvcft (ncn&ase the sue 
or the bone and thus the damage It does. 


The low HP COGl and Eikrli range inake ttie Skeleton soul surprisingly 
useful for much of the First half of the game. It'll eventually he 
auhdastKf by other Bullet Souls,, but it's reliable and dopant use up many HP. 


Type: 
Lv): 
Max #: 
MP Cost: 


Bullet Saul 

3 

2 

S/use 


\ ullsptirtirp ULtib 


f i- 


[f you see a Ghost at all r there'll be more before you know it. itowEver, they spawn in unheard cf numbers 
in the secret oassage underneath the Wizardry Lab, Found past the spiked corridor in the Subterranean I lei 


SMi?arbrp tab 


■wfa 


There's a hq mob oF Skeletons, supported by a Skull Archer in cne rocm cf the Wizardry Lab. Use a 
Tomahavk or Ghatram to take out the who'e lot at once. 


OOD 

af GhoStsate in a ■J'ven room ®l all they'll ofitiSflafiftr' respawn as long as you're around. They on? 
appear One or two at a tme (unlisS you're m the invisible-girder hallway underneath the Wizardry 
Lab), but they ten? to appear in just the right pace to mess up-a jump. As long as vou lock before 
you leap, you shouldn't have any problems with thenr. 


s% 

4% 3 


ormal Item: 


999 


Soul Drop Rat 


&Ot 11 5pitftaralSepataftn Jpurafefor*?ttv MfuicaMfKtrKQflMisante 

Soma can teinponirily remove Fra. soul from tie body cmd send it 
exploring. 


Type. Guardis^ Soul 

Lvl: l 
Max #: 0 

MP Cost: S/second 


Any possible use that you would've hiid for this soul ended whEn you rEr o/mjlui iu 

bought this strategy QtJKf-e, You can use It to peek at what's beyond 
^ certain wolfs in the castle, and that's it. You'll probably forget you even have It after the first tinve you 




JCs best to tight Ske;et:ns with weapons mac swing ir an overhead are, lire an Ase or Mace. That way. 
you can destroy its Thrown bone at the same Time that you smash t. 


4 m* 1 



























IHilliH 11 ai B 8 ssa 

You'll srobabV cake a few cheap hits from 0eju sables before you realize they're a threat They fend 
In be placed in raCnfi where they car be mistaken for background duller. Once you knew they're 
there, a geek hit or two will take ca >c of the pro den. 


Don't even try 1 tins until you hsvc the Soul Eater Png. There's a Ourja Tab'c above the Save F.ocm attar 
Yoko -and Hammer's shops, so just keep knocking it down until the soul drops. 


When you first see a Pecpirg Eye, ill ba "asleep" on the ground, if it has the chance to wake up end 
ceke to the air, things get harder, os its errsdc movement pattern can make it difficult to hit. Your best 
opiton ;stc kill c bafore it wakes up. CnK 1 h.ts tc cs Eye will damage It. 


The easiest fteEpng Eye to find is the cne That's holding down the floor in one of die fust rooms of the Lost 
Vi age. Dash back and forth across, the room vath rushing Souls -:e cne YaiVyr+e to knock cut the Eye as 
fast and often as possible 


trT-OlM Search Eye Identify breatable walls 

When Soma has this equipped, breakable walls will flash white. 

Gel this as early as possible,, and Keep t liazidy as you explore the 
castle. UnfortiJJSflldy, this is One of the harder Souls tt> get, sintCi the 
Peeping Eye lias an infuriatingly low drop rate. 


type; Enchant Seal 



































At a osto'ice, Hn Axe Armor ran throw one of & billies in a shallow overhead ®rc. Us close, it I'iqhts 
as it always has, bv tassirg axes ad v T -"J. fight it as you always have; _ jn Up to it, -cratch Under fe 
ax-c r ard pummel its- shins with a blunt weapon, tt'll occasionally ms up dsgaTic by throwing ai axe 
lofiv, so waten -out. 

■ jjJfjAw 13 10 ig£pj; 0 ' Qfljfrl 

Leather Amour -vAi. . 32*' Throws A>:e Faster 


There arc quite a few p'accs where you can stock up on Axe Armor Souls, like the secret passage near 
VctoB shop, but the meet effective area is ore screen west of the drawbridge in the i-cst Village. Ycu car 
grab ’■Varg and Sjrnbie $oul& at she same tme. 




Ur-tke rts equivalents i past games, the Skull Archer fires low, sc-youll reed tc hep ever its arrows. 
Fortunately, it doesn't fire very often. 


Archer 


k»nT.--.yf £@jjtfartirp lab 

You can hurt for Archers as you're gathering Sieeton sol Is, since thane's an Archer in the same now. 


nnor 


%ifiill Spinning Edge rtoivs ata 

Soma throws an ave in a high overhead ere, Behnonf-style. The 
hutihflr the level of the Soul, !tie larger and more vicious the sue get'. 


'bull Sr eta 


^ClIJl Buster Shot Shoot arrows with dasity accuracy 

Soma pulls out the Skull Asher's bow and charges up a shot. 
Charging the shell twiger will dramatically increase the damage, up 
to j certain masanum. Ytiu know you'vt readied Uie maximum when 
you hear Soma shout. 


Type: Gusrdir Scul 


Max#: 0 

MiP Cost: 20/seeond 

Until you get Gergoth's Soul, this is a great way to take out large enemies like the Treants and Creatures 
£ without danger to yourself, At masr charge, there's not a lot the Skull Archer Soul can't take down with 
X one hit. "Pie downside is that the max change consumes a lot of MR, and ft's a slow process, 

«3 





















■ ll l - -■ ~ x 

Rfiintftvber these hem SyrtipfrarrY of (os M^fofF .4 Wurg's bile attack's hard lo dodge, s4 it's IksL to 
stay away frorr it. Until you've grt the ATK to drop it ir ore hit, take the VVarg out with thmfwirig 
weapons or iorg -distance El :ct Souls, 


Wargs don't shew up often, ?Jt you can h:L-rt Lien down n the same room where we've advised you to go 
after Zombies and Axe Armors. One-stop slopping is so convenient. 


You wont run ir.tc many 5 oin Devils, but they're always a 5 s:n. Pie onty way to kill it is to ar.d a Few 
solid hits, to its'head, v when is easiest In dc when ycu hrst see (L Orhevas:. you'll have to dodge ts 
lunges and wa.tfar an opening. 


Theie's ell of two Spin Devils in the game, sc. you don't have much to choose from. We prefa r Che first -ocm 
where you ercounter him, one of the larger areas in the Village, tecEuse he's right near the d-ocr Dash in, 
ki it, arid dash out. 


Normal He 

Ptarts Jtorn: 


!§>E 1 |e[ Devfl Tornado Create Tornadoes 

Soma pains the Spin Devil's ab lity to create tornadoes. 


Type; Guerdia* Soul 


Max#: 0 

MP Cost; 20/second 


This is pretty irstfo l for taking out Ghost Dancers, but most 
Cither Hying enemies are eitfier luO fist or too tough fur it to do 
much damage. It's aiiso got a long start itp time and leaves Soma 
vulnerable to attark from other enemies. 





























Sato ftiult - liesttorp 



m— rrm w¥^ " u. * 

The Armor Knight wil try 1C poke at you w “h (Is spear if yWre jjbpwe or below r- If you're on its ttfrtf, 
Watch out lor fls quick stabs. Sncc it nss So much rang^, you're better dealing' wth ft ^ith ranged 
attacks of 'your own, like a 5pear, handgun, tit a face's mystical strike. 


IV - iTlT ffl^arbru lab 

Remember the rocm wti the patform and the crystal blocks Cnat connects the Lab to the Garden of 
Madness? EC's the place Sc- go rf yon want to stock up on Armor Knight souls. 


The ones in the l.est w- age are -more canvenlenT, hut there are only two nr them there and ynij'll have to 

wecle ttirough inflnltdy spawning |&ts to get to then. 


L : p dose, the Student Witch mil try to slap you wth her crowr. OtnerAisc, shell take uneasly to 
the air Early m the game, she can do an unnerving amount of damaga, so try to take her seriously. 
Whan she's dispatched,, she' turn into a cat and run away, but un" ke .Ana rfSwrmv, the cat .cannot 
tlo damage, 

SSiolKtetffiCteam Puff 41 5B»* .®1? 0 (SEm 


Yes' encounter a roomful of Student Witches early in ths. game, as you move east away from Yoko and 
Hammer's shops. None of thsm are placed tco conveniently, but this'll work. 


MormaF llom: 


#PH j Jnriva I ed Spe>j ■ A ttec.fr with a spinning spear 

Soma spin? a spfflr ip place, damaging enemies that get ctwe, five 
tughw-level the Soul, the larger the spear he wields. 


& 01 lL Cot's Run Summon a Cat 

5on to unleashes the power of a black cat, 


Typer Bullet Saul 


Tlfcfr Kitty Wi s l race along Mic ground,- damaging anything It tuUcEiCs. ■‘T 3 * 

It's got groat range For j ground wave aLLdck. rdunu Importantly, MP Cc 

ttie cat's immune to me of the usual rules that Bullet fkoirls operate 
under: it's still lethal for a short time after ft disappears off the edge oF the screen, 

























The key its sLOs ard nerve. Try to iaS. IhS Saughtsrer into U$-:icj fireball alftitk, run Urefcrriealn 
it, ard attack. Now backpedal, i»S the fireball again,, and repeat the process. It'll cnly use its powerful 
punches il you stay at dtnc range. 


Pirostiki 

Gym Clothes 


vwzx'X* Mi^rbrp lab 

The roDm up above the Wizardry ea b's TcIe-kcI Rocm is inliabitcd by a Student '(Midi and plenty of 
SlarughDeners. Go tc town on the Slaughterers and ignore the Student Witch as much as you car (.unless you 
need her Saul}. 




It takes a couple of seconds before the Bomber Armz'r's bombs dEtoiEiE. As king as you stay away 
from them or demy them with your merae weapon, you can bludgeon the Bomber Aims' more or 
less a: vail. 


Breastplate 


There's □ vertical nocre in the Wizardry Lab wnere a Ski!! Archer and a Bomber Armor are on patrol. The 
Ecmber Aimer's explosives will lard cn the pfatfomn shove h m when hs tosses then. This leaves you free 
tutiViCkly take him down, dasti Put erf the rOCrtl, and repeat ii netesia-y It t*n take some patience, but 
StPdkmg tip on nine Bobber Armors Hrfy in the game ieally P?iy£ off. 


£5MHll Max Straight JmacJterr#miifjivjW^hrtsfrffjijjr^fpiriTcJej 

Swia throws a powerful punch. 

The short range and lack of drama may convince you that this soul 
fent worth using, but It's one of the most powerful blunt attacks 
in His game. IL eats Armors For breakfast, but is eventually made 
ahsofele by the Kell Boar soul. Like the Succubrrs soul, only use thi: 
they'll be in a dandy position to beat you up. 


Type: Bullet Soul 

M: 1 
Max#; 1 

MP Cost*. 1 S/use 


^Qtll Heavy Bomb tons i high power explosives Type: Bullet Soul 

Scma drops a bomb on the g round at his feet, which wilt detonate l_ v 1. 3 

a couufc of seconds labor. At level 2 , the bomb becomes more 
powerful; at level 3 , the bomb becomes a deadly artillery slrell that M* it # 2 
detonates on impact with Lhe ground, MP Cost: 4 S/uSe 

This is like Fy to he The first really powerful Bullet BdijI yon get. The 

delay on its detonation and the short range mean you "II have to be on refill with it. It's excellent against 
J, The Creature, a nd you can use the Bomber Armor soul to shut Pmitrii down with ridiculous ease. One ft 
i ft's maxed out, the Bomber Armor Son I becomes one of your most potent weapons- 



















The first arid least powerful cl the G«ant Room-BlMkitig Monsters ™, She Gdpn ■•& e«y to treat, 
lt.1l knack you into nett week if it caldres you with a kick or its; gout a" pebbc», tut : etferevely 
tc epraphs everything rl docs. 


cC&ltjarbrp lab 

You get one of these automatically, but if you want more, there's a reorr towards the bottom cf the _ab 
that's occupied by a single Golem. Fight your way to it, thee get ready to farm it like crazy. 


Fortunately, L-alikc Slimes ir past games, this ora doesn't inflict Poison status cn a successful b£_ 
instead, t slithers song the Hod* end up walls, waiting for a chance to -launch itself at you. Using 
Bharat attacks against rt is a waste of time, but a Sword w? carve it up nicely. 


Gains Pciison Attribute 


plijarbrp lafr 


Go after these guys in the ea r ty areas wtiere they appear, when there aren't any Taiiellies around. No room 
is particularly goed for hunting them, so just pick one and start the hunting. {We do sc- Ime the hunting.) 


lormal hem: 


&OUL STR Boost Raise STR 

Soma guts a ■+2 STS bonus for ew?ry Golem Soul he has 


Type: Enchant Souf 

Lvl: 9 
Max #: 0 
MPCfcst: - 


There are better Enchant Souls than this, but you start with this one 
You pnofraWy won't use it for long, though 


Normal Hem 
Rgrp Item: 


&CHl( Bound Slime Summon a bouncy Sfime 

5«na releases a shne tint'll ricochet off waifs, As it levels up, youl 
be ablu to luve inore siiines onscreen at once. 


Type: Bullet Soul 


The- Slime's surprisingly effective, but unreliable, its bounce pattern 
has no real basis in genmptry, so it's prone to houncing offscreen and 
staying there. 




























Watch Fat the telltale sm^ SpftSUt that indicates win ere an Une will bccm at» given place on thi floSc 
]fs mere of&speed burfip than a genuine Threat. 


■r^-TT-p #mbm of 

You":! probably never need to hunt these guys. '"hcy're ell over the Garden acd sen - -? parts of Subterranean 
Hell like a rash, and their drep rate's High enough that youfl get tens without meaning to. 


If you sledge tie Skcetal Ape's thrown barre or get behind it, it's- nearly helpless. It tends to set up 
shcq in locations where it can screw jp your jimps, but if you antic'fiate the barrel and hit it cut of 
thE e ; you'll be fire. 


BaaEB <©ar&eit of j^lautirs's' 

Pom the last Save Rccre before your first fight v.ith Daria, head west threugh the Treants. You'll find two 
Skeleton Apes sterling in a neat row, right next to a -iandy door. 


feoill Mixed Set 

drops an Une cwto the ground directly in Front of Soma. Higher ranks- 
Fee you put more Lines onto Lb# screen at once. 


Threw Unc at a foe 


If not for its finicky targeting, this would be Soma's Hoty Water, it's fyjp Cost; 18/use 
still great against stationary opponents. bat it's hard To ateuruLely 

drop it on enemies From above. Unless you can see the tloo^ the tJne will disappear harmlessly 
j offscreen. Lines will repeatedly hit an enemy that's occupying their space, inflicting a surprising amount 
flL ol damage over time. 


©Lilli Power Th row ini.'a ',v a foe vf/tts mfiSibS?. pawar 

Lets Soma throw monsters farttier. 


Fypa: Enchant Socif 


This nukes for a like coinbo wiBi Bullet Souls that let Soma chuck 
a monster around, likt Hi* Slime, Une, and OetaTali'ia. IT'S especially 
useful when ccimbined with the Puppet Master, since it effectively 
douhlps th# distance Soma gets on his puppet toss. 

























The ManUore W*!l either bfeattre hie at you, cr try to (tinp you with its tail. The latte- - sLUCS nfc>as 
Pawn sLalusy Watch to Set which att&cic rt's gang to ases tier dodgs it ard counter. Bof i are easy to 
dodge, arc if yvu pumme4 the Mortrcorefrcn a short distance away. it's .arcKy helpless. 


Spaghetti 


Miiartirp lab 

Enter tie doorway across from the Teleport Pooti and you’ll Sind a room inhabited only by Manticcres. Ta-;rt 
them out as many times as you have to. 


■ - 


]f the Molluscs touches you, e.H parson Etna, and it only aapee rs in small naans rtfier-c it s lard to 
avoid. Keep driving rt backward with slashes to its ayastaiks. 


Anti-Venom 


0^r&tn oC Jtk&ntss 

There's a Mcli-jsca holding down the fort cn either side of the Magic Sea! V area in the Garden of Madness, 
[fs easy to hunt iJienr dewn urril they drep their souls. 


antirnrt 


Normal Itosn 
Ftaro Item: 


olliisrii 


.^VlUl Summon MolllESCO Summon a Molfusca 

l lie htollusca appears and crawls straiphl forward, hupping the 

qrolind. 


Typo: Bullet Soul 


Tire MuJbscii's faster Uian you'd think it wcrukl be. and against larger 
enemies, it can ha retied upon To ihit twice. Tt has a high critical rate. 
Pfus., it lets you throw a giant slug at people. How cool is that? 



BOItl Stinger Grow a tail 

Swia sprouts a tall, ft stings anything he attacks. 

This do« rntichi the same thing as the Great ftrmoc Guardian Soul 
(q,v.), but It's slower. The tail tends to attack a beat behind Soma, 
rather Uian at the same time. 

i v Guardian SguI 

Lvl: 9 

Max #: 0 
MfCostr S/second 























I *88888 

Thise blue brdt :i#u7it tte Garden Madnrtfk Like must aflne living enemies in Caw of Sorrow, 

They speciri'Lc in staying just outside of Senna's effective reach and blasting at you; ir the Rycudat 
case, it uses powerful baits cf lightning. The te* tray to ideal with then is wth pcweriul -anti-air Build 
Sols liiia the Axe Armor. 


®arbm of jttabnc££ 


There's o Rycuda waiting for you just outside of Dario's boss room. Enter, ki, and e*it until you have all the 
Ftycuda Souls you want. 


These arc nearly rdistinfjuishablE from Lines unt : they pap up cut of the ground and scream. The 
resulting explosion destroys the Mandragcra, but can do a : ct cf damage to you if you'ra v<ith n its 
area of effect, rortunatefy- it's Easy to fake the Kandragara atig then backstop to avoid tt.a explosion, 
later in the game, you can singly kill it before t has Tie chance to scieaii. 


wxzr-vttm aiirbcn of ftfatmess 

Remember the roam w.tn the water-filed passageway in the middle 1 Enter ft from the right side, and you', 
find Sour hiandragore waiting Soryeu. With a Save Room not faraway, ths is the ideal place to get one cf 
their Soute. 


Moimal Itom; 
ftare Item: 


Chain Lightning Summon thunderbolts 

A bolt of lightning fires from Soma's hand and bounces aroint! to 
every viable target onscreen. The more Rycuda Souls ymi have, the 
more enenues. tfie lightning bolt will go after before ?t grounds out. 


Type: Bullet Soul 
Lvt: 9 
M«ax#r 1 
MP Cost: 35/use 


You don't realty get much olL ol this Soul unless you're firing il art 
massive crowds ol enemies, and it doesn't do a lot aF damage unfess your target's specifically waah 
against electricity. It tvorks well against Armors. 


gttBfagmfa 


Normal Hern: 

Ran? Jt<?m: 


1 1 ■ Last Sc ream Shout to send monsters flying 

Type: Bd let Saul 

Sdma tosses a ffaMragora, which detonates in a large blast of sonic 
force. 

Lvf: 1 

Max #: 2 

Use broad inea of effect of the Mahdragura's explosion makes il 
excellent for clearing out rooms, and the damage is nothing to 

MP Cost: 30/use 

sneete at. It's an excellent "grenade’' at any stage of the game, and is only outshone in that capacrTy hy 
4 tfie Erireys. 



























Vends arc a sail, since it's hard to see ttlcir skull bdore it nits you. 7hs best solution is to tie* to 
higher grot,'id and drag grourd-wave Bullet Souls down onto then. Ftailirg that, use a Great Swtrd cr 
A»a to try :o knock heir skulls cut ot the uir. 


t (Hflrben of 

Fortunately, you only need one cf these guys. Try going after the Yorick on the east side oF the water-filled 
crewispace ir the Garden of Madness. 


An u ideas parody cF Minrwy Acplcseed, the Skeleton fc-Ttver will drop Lres ante toe ground to 
attempt to si™ you dov.n. [t doesn't really qualrf , r ' as a serious antagonist. 


’ ;4;i ^ 0artitn of itktmess 

Another unique enemy, you HI only find the Skeleton Farme- n cne of die western rooms of the Carden 
of Madness. 


Normal Item: 


&0Ul Scull B 5II Kick a skit if like a baft 

Scmia ran toss a skua, then sMe-kuk it like a soccer hall. 


Type; Gullet Soul 
Lvl: l 
Max#: 1 
MP Cost: ZO/u&e 


Alas r {KK>r Yoflck: Another proud member o# the v not useful, but 
funny" Tamil/ of Tactical '!>ouls ihe skull Is theoretkaRy useful, since 
it Hies in on arc similar to the Ace Armor;, but it does piddling damage 
and can't be leveled up. Slide Sticking it doesn't accompEsli much, either. 


Normal hem 


Wild Growth Fnhattc? the performance nfpizirt'-typeabifitm 

While equipped!, improves the stats of plant-bawd abilities by 
roughly 33%. 


Type Enchant Saif 

Lvh 1 
Max#: 0 
MP Cost: - 


This is great v/luiii you're stuck deep behind enemy lines wills 
only an Line to protect yoe. Since that never actually bap-pens, the 
Skeleton Farmer's only interesting iF yau're trying same kind of weird pEant-based EwilrJ for Soma 
































Cljc Creature 


!o®®ao(KJOuoo 

Early n Hie qnrr.5, the Creature almost qualifies ps p mid-boss. Ms punches car do s «ot of damage, 
and just when vou think he's slow, he'll dovi forward to grab Soma's head. WSien you see the 
Creature, don't hid back; use volt most high-powered Sails to drop him before he pets mowing. The 
Bomber Armor arsd Skid Archer Souls werk wall against him. 


Mormal Mom 


4% 


Rare item: 




Tinned Spinach 


130 


Saul Drop Rplm 


ATK 
Hard: 


32 


60 


feflul Regenerator Restore HP gradually 

Soma regenerates l HP a second, 

Tills Is what the Ouija Table would be I ke if it was practical You'd 
probably get this too late in the game to make a difference in any 
of your boss lights, but ones you hate it, it's excellent lor cut-the-go 
hailing during your exploration c' the castfe. 


Type: Enchant Sou! 

Lvl: l 

Man #; 0 
MP Cost: - 


I tl 


ti Mi^rbrp lab 


[f you run into a Creature at all, it's usually right tied to a dcor. The best one to fight is on the west side of 
the Wizardry Lab, in the sane room as the gate to the Subterranean Hell. 


CatobimiS 


You can sta id on top of a Cafoblepas without taking damage. IF you Sight one, try to vra t until it turns 
rts badt before vou edteC-c. Its petrifying breatfi can rum your day, especially if it's not alone. 


| # >-£ $ J -> * Q 


e% 

4% 


Normal Item 


R&ro Itc.m 


Milk 

Meat 


EXP 


Soul Drop Rato 


SO 15 ? Sto ri C B rco th flnsatiie clouds afpctr/fylkij gas 

A cloud of petrifying gas emerges from Soma's hand 

There arerT a tot erf enemies tiiat can be petnlfod,, but this is fun to 
play with nonetheless. It'd be better il its range was longer, though. 


26 


8 


3D 


Typer tjuanjian Saul 

Lvl 3 

Mb* #: 0 

MP Cost; 15 /seeortd 




K Carbett oE iflabnetfs 


Find cne of the vertical rooms where you face a CatopleEas turned lately upon entering; there are a few 
different ores. Kill if as quickly as you can, exit, and repeat. 
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The aanbie's big bnrthey Ghoul? aren't a major Itatt. Tney cfkn appear in u room wth ether, i*rq«r 
enemies* to serve as a d&radtior. Once vxxiVe patten ineir Soul, go fcac* ard hunt 'Shoals To stock up 
on Flolten Meat. 


10 $20 & 1 | 
1 Attacks ga-ti knockback attribiite 1 

_ _ _ ; _- 


Rotten Meat 
P-emiarrt 


V'Y ^ubrnTatitcin ftcll 

The Stool's probably Tho most FrDCLcntly-encQuntercrl enemy n the game, but they're particularly fecund 
down here. Pick a room at random,, a^d there arc probably Gnculs spavining From its fleer. 


A Corpsevreed is nearly indistingurstiabEe from an line until r. spicuts. Once the vine's appeared* the 
or y vnlnenabe aortun of the Cnrpaevresd Is its head. Just before or after it sprouts, you can easily 
destroy ft with fire attacks 

lu&ksm 1^*55 SES?* MMM u^i 


#ariicii at jftotmfss 


There's a particular room in the Garden of Madness where two Ccrpseweeds sprout as soon as you enter 
Tills is an idea place to farm them. 


Normal Horn: 


Denfi0fl Stomach latfood tftjt is normally unpafatibSt 

While emnpperf, you ran eat and gain HP from inertia items like 
ftotten Meat, 


Type: Enchant Soul 

Lyl: l 
Max#: 0 
MPCostt ■ 


Gwen how -often ti nd-Md enemies, stidu as Zombies and Ghouls, dn&p 
spoiled loud, this is surprisingly useful. Rotten Meal und the Rusty 
Food Tin one both patent healing items when you've got Ghoul equipped 


Corpsrlurrb 


Normal hem 

Raid Itern; 


























The vetfe not reach for hunting, -and w run away if it's givpl tie opportunity. If it^ appeared at all, 
its stancng on tap of a plate of bed curry, sc folkw up that attack with a powerful melee weapon or 
a damaging Guardian Sail Site Scrgdh. (Sec Tnc Hinder Monsters, p;.242.) 


!'•-'• + Host MUgr 

L&c the Math man, the Yeti has a high drop rate, bLt it's nut guaranteed. 3c prepared to fight him 
repcatedty For his Soul. 


if— Tin n ii— • 'm?** 

The fir* time you sne a Tombstone, you'll pro tab y m state it Far part of the background. Smash r: to 
bits w ch a Mace or fee before it has-the ohaice to chase after you. 


The hallway that you pass through with the Puppet Ma ster Soul on the way to the Condemned Tower has a 
TcmhsTone ir< -t. 'Ton can easily and repeatedly defeat h m urtl you get the Soul you need. 


Normal Hem. 

ftur? Item: 


Winter M anodes Crwit t i rbitr mi ufden pnRTtirt yronrar.f roOs 

A inowball apphis by Soiw's feet At; long you hold dpwn R und 
moving In one direction, the snowball will keep growing, doing 
increasing amounts of damage to anything you toll over. 


Type: Guardis* Scul 


Max#; 0 

MPCosE iO/second 


For its much ol a pain os it is to geL the Yeti out ol hiding, you'd 
expect its soul to be a iorce to he reckoned with. It is not. It's pretty inellectiYE, end even of its largest, 
^ ft doesn't do much damage. We suspect that it's a private joke. 


(Comb stone 


Normal Hem: 

iV /yv r r.\- 

sTtane J?om: 


l-iST'Cl 15 H. Resist-Stone Nullify petrification 

Grains immunity to petrification. 

Tbu’H want this when you enter tee- Clock Tower, and ifn certain areas 
ol thu SuWerreanean I loll. Nut many enemies can nil id petrification, 
hut one of them--the orange Medusa Head-k a near-constant 
concern. 


Type; Enchant SsjI 


























amtx 


C_J 


Normal Mem 


RSI El IIOfF: 


Liniltt jbumandtb 


1 ype tiuerdia^ Saul 

Lvl: 1 
Max#: 0 

MP Cost; 15/semnd 


$>0111 Blessed Wings naise fttT and LCH 


Soma Is biassed with greater IN l aud LCK for a short period of time. 
This Is hand/ f yuu're soul/ltam hunting, but It eats HP Bke crazy. 
Once it's activated, It cannot be prematurely shutdown by any 
means sliurt of swapping out your Guardian Soul. 


There arc a toot nine sanest Dancers in the main roan or the Dar<t Chapel, supported by .-me lane t>P acre. 
It'S easier to hunt them here, rather than mixing it up iwtii the asserted otter enemies in the Demon Geest 
Hons*. 


_ 


_ — 


jjyJ 
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Bjv ; 

u , 


Cne of the three hidden monsters, ths Flying Humanoid is fluttering around in the distant background 
outside Zephyrs air. Use a Mandra-jora Soul to destroy it. (Sea The Hidden Monsters, pg. 242.) 


! Cursf tb Clocfe Cotocr 


The Dancers IV buck and teflli wlhir u predetermined pattern, Occasiurolfy paring to darofi 
seopralelv-. IF you destroy either them, both will disappear T?ifiy aren't much to speak of on 
own. hut thev're Usually used as to^er tor ether monsters. 


then 


Sic 


onnal Ileum 


are Item 


Tea 


EXP; 


Soul Drop Rmto: 


4% 


»0t|L LCK Boost Raise LCK 


Tv per Enchant Soul 

Lvl: 9 
Max #: 0 
MPCost; - 


henna gets a + 7 . bonus. to ins LCK for every Ghost Dancer Soul be ha 1 . 


Until you get the Soul Eater king, hewing a high LCK »s the best way 
of getting enemies to drop souls or items, 


w » J ■■ 

Lj Lj LJ 1 


._— _ _ • . 

The Ey.ng Humanoid cannot damage you an: in fac; doesn't attach, ftju can only interact with it by 
means of the WarnSragora Soul. (Sea The Hidden Monsters, pg. 242.) 




o ijlgaa o 
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The quctzakcidtl is almost iA ipxxl dS Uie Mi;u DcYlt^ but the Souls Max #; U 

arc harder to tome by and ?ii« familiar version is irnich less efficient. Cost; b/S&COfid 

When summoned, the Quebalcoairt will fly aroiFnd in a circular 

pattern and damn gn enemies with its body. The main thing in Quet7alccratl s Favor is its sm, which 
Fets ft easily multi-hit large enemies, and ft gets tugger as you level if up. Unfortunately,, ftw tlie MP ft 
cjpnsumes, yon have better ways of doing damage. 


Bark CJinprL 

After vour hrst encounter with Dmitri, a Quetzalcoatl will appear ir the room where you fought him. it 
spawns directly in front of either door, so you can easily tag it right m the face upon entry with a suitably 
fast-moving Bullet SOaC The Killer Clown work's we I. JuSl enter, tire, ewe, and lepcat, 


'.'/hen the Mini Dev I linkapp.'j-Sv -'ll ru"i SwSy f?on vou, iXit rftU return abort enough to attack witn 
a bladcliht fust cf wind, ]t stops noving while it's p eppnq dint attach, wtlidill give you all trie 
opportunity you need to nail it. 


Normal lie 


Rare? item 


Soul Drop RaNi/vy Hard 


#*01 11 Min i Devil fa mil ie r SmmrnM Hitri Devil as a fanrifiar 


Type: Guardian Sdul 
Soma summons a Mini Devil as a familiar. Probably the game's most l_ V |. 3 

useful familiar; Hie Mml Devil follows Soma and launches energy ‘ 

blasts that borne In on the enemy's location, The Mini Devil's damage Mpx #; 0 
per Wast *s pretty weak, but It has a n ateu rdly low M P cost it's good! MP Cost: S /second 
far dealing out rooms crowded with week enemies like Ghosts and 

Medusa Heads. At early levels the Mini Devil looks exactly ike the Mini Devil enemy you light, but ir you 
get nine Mni Devil saub your familiar will transform into a sexy demon pixie that launches large red 
energy blasts. At this level, the Mini Devil becomes great for accompanying you on castle explorations 


I Bark CtmprL 


"Tie "bell tower" room in the northeast corner of the area is a perfect place to get a big Sack of Mini Devil 
souls. 


This • ttle guy is why grenade-style So'-et Souls were minted. You can only stop a Quetsatoaad with a 
couple of hits to the head, ard its speed makes that a tricky preposition. Thus, haul out somethiig ke 
thE ffendragora and just take qli half tie room. 


a% 

4 % 


Normal Ilf; 


Rgrc Item 


Bilker lacket 


; 120 132. .0 . 1 


SOlll Quetzakoatf Familiar SDmffion^tHkwtfjsjfemFMjr 

Soma summwita Quetzataoatl at a familiar. 


Type: Guardic" Sdul 

Lvl; 9 















Data Vault - fkstinrp 



LVe t ic Goem, but much more famnifebte, Ihe Treanfs Only dangerous il you Stick around and let it 
try Ld kick, you 


Everything becomes gold 


6 tubcn of Jflabnc££ 

There arc two “reants ouisdc the Save Room underneath Dario's l&ir. Take a Bsmber Armor SojI to them 
until they cough a Sou! up. 


The Briber w3 only usually Are iF you give t a Few seconds in draw a head on you. if yea Pdn't give it 
that tim-:, then it'- be a big. Flying target 


Chakraitt 


Alphabetically speaking, we're not exactly starting off with a berg here. The Snipers only spawn n cne 
place--the mam area of the Dark Chapel—so you don't have much of a choice as to where to fra then- 


itaht 


^(1 III He a I i ng fo rest Increase MP recovery speed 

Soma regenerate HP at a faster rate. 


Type; Enchant Sc-jI 

Lvfl: i 
Max#; 0 
MP Cost: - 


TMs It. no C&aos Ring, but It'll thfe you over until you get one, YOti 
can get it really early in the game, too. H&vwq a Meant around 
makes the entire game much easier by letting you use your Tactical 
Souls more Freely. 


Normal Item. 

Rare Item; 


feGtll Summon Archer Swim.-? an anker Is suppMt yoa 

l lie Sniper appear behind Soma and (ires an arrow straight forward 


Higher levels let you Irriiig out more Snipers,, and thus fire snore often 
Tlae arrow tan be stooped by walls, iiut not by enemies, and it 
does an impressive amount of damage. The startup time limits its 
effectiveness, though. 



































This tove'y lady is tfre qu4M mother of the Tty up outside your *arge ¥ shoe- & aerial aornoal, T'ne 
best tiiingi you ran ck» is n? her before she sees you ord leaves the screen; otherwise, she! 1 keep 
arnirg aftp you wrtti’diving pokes from her lanoc, 


Breatplate 

Pancake 


You can go after a v'g ;kv-"^ while you're dispntchrg Groat Armors, as one's talking around one screen west 
oF then - .. Rur in, defeat her, then head back the ether way to take out the Armors. 




Here's where things get interestfig. The Sreat Armor is a pavvcrfjl opponent with, lots d? DEF and 
a distressing habi of stepping on you, but it's slow and doesn't have as many HP as you'd think it 
would. Use blunt attacks or lightning-based Builet Souls to taka it out. 


The Amalaric Sniper-infested main roam of the Chape! has a northwestern estit that'll 'aad you to a hal' 
with two Great Armors. The only question is how yoLi' r e going to deal with them. The Eo-nrber Armor Bullet 
Soul c^oms to be the most efficient w>y to lake them out, although it eats MP like -taftdy arid ycuT nee£ to 
power it up to level 3. 


^0111 Vs I :.<ri e F DFIT1 Trsrrsfom Mo a Vstkyrit jrrtf rii jrjre at foes 

Soma transforms into b Valkyrie and rushes at enemas with a lance 
until you release the R button, 


Type: Guardtec Scul 

Lvl: 1 
Max#; 0 

MP Cost; 30 /second 


Tills Is not really useful al all, The Valkyrie doesn't do a lot of 
damage and can on hr cf large strasgliL forward, like a wussy version bl 
the Barburiccia. Soma mokes an awluI cute Valkyrie, though. 


rent armor 


^ClISl Great Armor Familiar SammonGrtitAmorasafamifiar 

Tlie Great Armor appears behind Soma, and attacks whenever Soma 
does, its sword pokes are fast and do okay damage. 

This is one of llte belter familiar Souls,, although that’s not sayiitg 


Ty per Guctdia.* Scul 


Max#: 0 

MP Cost: S/second 















The Kille. - DHI can aflrct Curse Status il it toudieS Sorra. They -s harder to avoid than ydu'd think, 
owing: to an unpredictable movement pattern and their habit of spawning in snail room* 


BtmDH #UC£t £iOU5f 

The room where you find Mag e Seal 3 is infested with K i!cr Coils. Ycu can just run ir and out Hasting them 
wrth Mandrsgora until one of them finalfy v^elds up a Soul. 


The real trek is seating the Waiter Sheet on befcre it smashes itself to pieces cn the nearest wall. To 
do that, you gec FrEde n: in place with the Zephyr Sal ct Soal r cr nail the Skeleton with fasbrnwing 
stacks like die feller Clown Sou:. 


^ilenctb Buins 


Theie are two 'Aia ter Skeletons standing just outside the octmecting passage between the Subterrsnean 
Hell and the Silenced Sums. They'll ob singly respawn ip to s aiea, sne ta easy tc ns 1 then before they 
rc-jiiifi yOu'rc there 


lUlLet i 


feiOtil Do lido US CliH'V Serve delicious carry 

Soma tosses a olato of hot beef curry, fit higher ranks,, the size of the 
pkito Increases, until you are hitting people with what uputan to be 
an entire dinette set. 


Type: Bullet Saul 


This is mostly useful for getting the Yeti Tn cant* out of hiding, 

hut it's oddly effective in its own right. An enemy who stands cm the plate of curry will take a frankly 
ridiculous amount of fire damage. Spicyl 


































I t4& ® j t IS® 

Hiene'S ret itii'Ch a Rersipkcne can do tfytni areri't Stand rig .-ghl in front of her. Her tan? ft >s 
supreme, yes, but it doesn't do he - much good f yoa're accss the room thewng chirgs-at her. 


Silk ftobe 
Strawberry 


Bernon 0ucst ©oust 

C lock the bedrooms off the southern ballroom bo find a Feraepborit She's alone are she's dose to a doct 
EC doesn't get much better than tha. 


Nnt™ that Persephone becomes paralysed if you use thf- terssphone Guardian $oul i her presence 


The 'A'rtcn will iovec far overheard, blasting you with honing burses rfmagic, if you ear doublHunp, 
that's no problem, bat until that pant, you'-i want to use ant -air Souisto take her out of thE sky. 


Mage Robe 
Cream Sods 


Witches are hard to hunt because you'll Duty ever see one Et a time. One appears with a few Ghosts i an 
area not far from Dmrtrii r s boss roam; you'll find ft pretty easy to run in and kill her repeatedly. 


Mag ic Vacant Exiles i r:sq<i taipunr. fart™ op extnryi*? 

Coma conjures up an HP-sucking vaKtmm, If Hr hits an enemy, the 
enemy takes damage and Soma's healed fur 2 HP. At higher levels. 
Soma (jets back more HP pet hit; at level 3 , the vacuum's held by a 
demon maid. 


Type: Guardis* Scul 
Lvl: 3 
Max#: 0 
MPCostt 5/second 


The Persephone's damage is minor, hot helps when you're in melee. The real benefit oF Pereepficxie is thill 
£ the vacouum sucks up many projectiles in the area, like sroatJ fireballs, vdiicb completely defangs many 
K enemies. Fvea if the vaccuum won't graJs. a given projectile, the demon maid can block it. 


Mormal Hem: 

Rarp item: 


§■0H l Ha min g Shots Lawie# magir iAori rt al tract Unjets 

Fires a homing blast of magic. 

Ttifc Witch Swift blast can adjust its cwn targeting, which makes it 
great against Mcaneri and Other small, li&rd-lft-lllt opponents. 11 s 
also decent if there's an enemy just above or below you, and he'll 
mass through walls. 

Type: Bullet Saul 
Lv\ : 3 

Max#: 2 

MP Cost: 20/use 


t*f- — 1 






















m 



You'll usuallv be rradfr aware of a Bute's prcSfihM n un 
ha-d to itodpe, bifl they move peedidabty, 


Cfliibnnncb Zo'mn 


"Tig easiest place to hunt the Baer is in the Condemned "Fewer. Two Bucgs arc rolling around in the western 
room that connects to the locked door ta the Pinnacle. ]f you enter that roan—the one where you'll 
eventually use the Tower Key to unlock the door— and cone tack cut,, a Buer w.ll helpfully roll i ght by you, 
npe tor the plucking, 


L-Vth's kisses cause Curse status, and the lady herself tes a habit cF backdating avray Freni your 
attacks. The tackoash K7JE y represents &a invincibility windwy, so long-ranged rrelee weapons stil 
won't work. You're better off uncorking a Bullet Sou I or her, when sue won't Cry to dodge. 


JDemon £>iicst 

There ere quite a few Lilith [Lilm?) in the Cues: House, and a few of then spawn near deers. 


N%fiEF Normal Item 

R%: fere hem: 


^nul Circle Fire Wear a rtoalr of tumbling fire 

A pmr of fireballs orbit Soma, At higher levefe, you'll get mewe 
fireballs n the pattern: onre It's turned, Soma has five flrebafc 
surrounding him. 


Type: Guardian Soul 

Lvl: 5 
Max#: G 

MP Cast; lO/second 


Buer's a nice Tactical Soul in tiieey. but the only chance Lhe 
game gives you to use it well is Lhe light against Gergath. Otherwise, BuEr's just not worth the cost, 
IF something's ctose enough to get hit by the lirEballs, they aren't powerful enough to make a rsa 


A dfirerence. It's good For intercepting destructible projectiles like Death's scythes, though 

fr— ■ ■ 


N°i.. gp Normal lie: 

R%- B' flake Hem: 



®>OHl INT Boost increase tfltt 

Soma gets a +2 UN T bonus for every Lrirth Soul he has. 

This isn't useful Unless you rely entirely on year Souls for dealing 
damage. It'd be worth using in magic-heavy character build. 

c Enchant Soul 

Lvl: 9 

Max#: 0 

MPCost: - 






























TTie Killer Clown w- attach bv tht'mvflp a spray of thee catis at you, which will fy lowtMdSy&ur 
position. Itkcasy to watch them, figure out wnen thcv'rc obout to bo thrown, arsi jump ever fherr 
Once yuuVc got the tmirg o' its cards down, the K- crOcvn becomes cne bg target. 


Hamburger 
Three 7's 


Button 6 urst IlJoust 

All of the rooms in the Demon Guest House arc- lousy with these guys. Find a room where a Killer C'cwn's 
right by the deer,, then j list nun in na cut of the room as you kill h m. It tar take awhile, but event rally you 
lviII have nine filler Clcnv.i Souls. 


Ha the Shelcrerg before it throws te boomerangs. They move fas: enoLgh and take up enough room 
that if you're onscreen when they are, you’ll get ns led. 


Boomerang 


<©arDeii of ittabnes's 


] ust dash up and down one cf the vertical rooms that the Skelera ngs share with Li nes. Vcul! have a Soul in 
no time, 


N%: : Normal Hem 

R 11 :: filareJtem: 


SSHHlI Trickster Throw cards as weapons 

Soma tosses a playing card straight forward, More souls add to the 
damage. 


This is the " Logger" t?f ,005, but better, Ihe card deals a startling pgp cost; 21/use 
amount ot da mage and Hit s ui.kkk', but it oauinol penetrate walls, 

and it slops after striking its target. Its high flight speed and damage make if useluil in all sorts of 
situations, like when you're hunting V.'aiter Skeletons. 


^Clir! Rapid Fire Shots Enhance throwing ability 

With this Soul eguip-ped.. thrown weapons like the dtakram do 1SC% 
damage. 


■ . Enchant Saif 


Unless you're Lhalleng ng yourself witti 0 bi2dme character build, fv,p Cost: - 

It rows weapons aren’t very useful. As, sirnh, you won't get much 

use nut of the Skeferang Sard. It's not had r yon pair it with a Throwing Sickle, admittedly, hut there are 
} mucli twitter things that you rrwiW he doing vrith your Frchant Soul slot. 




























Anolhef tasifwOTw classic, (he Raman's big advantages are its small site ant! hiyh mobility, Try 
using a Steal 5wwd to maxmee ycur hit zone, cr bow Reamer away with the Witch Bt let Soul. 


Ccmbeiuncb £otorr 

Two Flcnmcn spawn in one of the Tgior rooms on thcTcwcr, which makes them easy pickings. You could 
theoretically 'ct the VVakwak Tree drop nr. infinite number of Flearr.cn and get their Scul that way, but 7.e've 
never seen a 'Afakwak FI earn an qve up a Soul. 


The weakest of the giant demons, the Dev s still a handful. Use whatever sources cf Ifelv damage 
you Vs got, like the Erinys Bullet Sol;, and try to drop the Devil before rt can fly upward, if sis allowed 
to start its usual attack pattern, itl on y come onscreen to qukkty dpofddck you in the face. 


Mind Up 
Skull Necklace 


Cursfeb Clod* Ectoer 


There’s a t ny room in the Cock Tower that’s inhabited ertirely by a angle Devil. 


teaman 


Hard: 


&GUl Hopping Man 

Scimm tfironrvs, a Flwman, which bounces across She flwn 


Summon Ffeaman 


Type: Bullet Soul 

Lvl: 9 
Max #: 1 
MPCostt S/use 


A Beaman can be useful in the situations where a ground-wave 
attack >s appropriate, and will bounce off cf walls he encounters. He‘s 
also pretty damage-efficient. He's useful eartf in the game. 



^0N 1 D ciriosijt Contract £ett?i met vtitS the rfestv 1 to ibHptyrtfst JIS 

Serna's StK iiwreases for a limited ttme, but ho takes 10 hi 3 of 
damage a second white the Soul is fn operation. 

Tlris is rather aggressively worthless. You’ll kill yourself with damage 
before Lhe 5TR buust does you much good. 

Type: Guardia* Soul 

Lvl: I 

Max #: 0 

MR Cost: 10/secOftd 


M 























1 » I • pK vJ 

Trie Ivwj hshrts d" The Guvotirer are joined, if we diesy they both do. in either sase, The). 1 Aren't ieu :y 
a going oeneern; ynl realty nave to be asleep at the wheel to get cauphe between the GUillofincrfc 
parrs. 


Ct)r JDumarLr 

fijmoit all oF The vertical rooms in this arcs oh the castle are infested with Guillotiners, but there's one rcora 
in particular that's not far mem the Pinnacle's Tele sort Room and infested 'with three of them. Just dear this 
mom nut repeated? and ytjo'n get GuiHcrtinar Souls soon enmesh. 


This nearly-urspeTebc spear tiieder is part of a Farr y wth tie tiarbariccia and the Halncosa. 
]t re:resents the rr ddle ch d sf the group-. A'-ait for it to dire at you with its spear, then due*: 
underneath it and counter ah act:. 


36 0 234 

Attacks ga n knockbick attribute ' 


(Catena 


Cottbemneb Coluer 


There ere several rooms at the base of the tower that are occupied by lone Dragn gnazsos. Equip the tee 
Armor Sol-I and go So town on them. 


&H)ffL Flying Guillotine Summon 3 gaffSoti.it from heti 

The Guillotiner appear? a short distance away from Sonw and cJcses, 

An enemy caught In the Gulltotmer'-s jaws will take serious damage. 
Once you practice a M and get its range down, tills Is an exceHent 
one-hit kill against a surprisingly large number ol sLandurd enemies. 


Type- Bullet Soul 
LvI: 3 
Max #: 2 

MP Cost; 24/use 




Normal Heim 

Tticre Jtc?m: 


i'‘‘ i F f Eravehea it Raise resistance tie flinching upen taking damage 

Swna no longer Ulriches when he ta-kus damage, whether lie's 
standing, running, or in midair. 


• ], ■ Enchant Sou' 
LvJ: I 

Max#: 0 

MP Cost - 


This is handy for aH Diets tames when the air’s full of annoying llyiig 
monsters and you're trying to jump somewhere, or if you're trying 
to- fight a Fine I Guard and he keeps knocking you away. Soma stiil takes the damage, however, so you'll 
j want to keep aa eye -on his HP 



























When vcu'r-s underwater; Needles iire like a spike trap that von m destroy. They're barely worth 
dedgirg, let atane killing but they do represent 'rce E?P. 


(LJZ3 ^ubtrrriiiiefin jbtil 

“his area is toL-sy wth Need os enemies, but there's a short vertical rocm occupied only by Needles, 
□ear rt out until you have as many Souls as you want. 


The Slaughterer's bi; brother, with a potent uppercut ar.d a vicious vertical fireball attack, the I fell 
Goar is not to be trifleo with. Stay back, so til have to refy on fts firetall, and net it with ranged 
weaponry. 


There's a room toward the botr-om part ofths Chapel that is inhahted orty by a typical horde of Ghouls and 
e Hell Boer that's not far from the dcor Run in, kill the Boar, then run oack cut. Keep going until y&j have 
vl| hell Boar sculs you wont, 


format llEtn 


^ i 11! Weedl e Fam il iar Summon needle as familiar 

Soma summons a Needles mu familiar Higher levels summon 
adfliTuonaS fieedles. 


You have to power Need Ik up to m second power level before It’s f,rp Cost; 3 /secontf 
even close to useful. It dees a lot of damage when enemies flit il. 

but since Needles trails behind Soma, they rarefy do. However; you can couple Needles with the Rsh 
Head Sou! and create a sea file apocalypse (see pg. 2-16). 























Yfel another old-school monster, the Bole Rllar's been more Irthu than this. I! a stecs of 'em manage 
Co get tbsir hrctallj olf, you'll be one hmrtin' puppy, but you eon easily destroy Bone Pillar* With fame 
based or blodgccnicg attacks. 


! * 23rmon 6urst Jlmus'r 

[n the northwest ejerrer of the Demon Guest House, past the pie no, thEre arc approramatefy a geziliion 
Ecne i 5 : ars all packed into one room. Have fun, kids 


Like the White Dragons of past Castfevaatas, this one can only be taken down by a neadsict. Unlike 
past Vihite Draocns, ths one is fend of vast gouts of flame that can do epic amounts of damage. 
Stand bac< unt it ungas for Soma, then h e it in the head a coup'e ef times while it's ac full extension. 


The room wriere you p.cked op the Traveler Cape ie as good a piece as any for hunting White Dragons. 


EXP Hi ATK: 

Frat&raG f-farj; 


NSffrial Mem 



^Olll Flame Breath Breathe fire 

A blast of flame e»nert|os from Soma's outstretched katicf. 

You tori hold dawn R to just http throwing fire, which Is always 
enterUiHiiltg. Like Mia Catoblftpas and Gorgon Souls, this has no 
range: unlike them, this c of- have serious damage potential. 

pc; Guanjisfl Soul 

Lvt: 3 

Max #: 0 

MP Cost: 15/second 



























hit the frii l'i before they sfguL, f YOuH be tJea ng wilii u baFter crap of ^nnaying PlMmci; Tie 
sprats an the Tree's brandies ere its weak spet, and as you might EuSpett, it's Lernbiyvc iBTabfc 
to hre Tic only reason to wait around near one of these is il you're h unting Fleamei souls. 


Amanita 


t&atiien of jftabnrttf 

[t"s ndt all that convenient, but it's the only game :n town. 


filial like the Mini Devi!, yotill need to use ant-air attacks to knack an Imp down, Lts chief form cf 
attack e to arterr et to os?se you, although the cures =s actually sarewhat. pcintless. 


Cursfeb Clod* ftotocr 


The area just underneath Zephyr's boas roam, with ths swinging pendulum^, is infested with Imps. Kil them 
all, drep out ef the roenn, hop bade up and do it again. 


Normal Horn 


feOUl Defender Lower STR and raise CON 

Soma's STR goes down but tns COM gdes- up, 


Type: Enchant Souf 

Lvl: 9 
Max#: 0 
MPCosl: ■ 


Lowering your STfi. might sound like a had -deal, but CQ*J affects 
UEF too-, so If you're looking to take less damage to get through a 
partkiilartf Lough spot, Lhis may came in handy. 


Rare Item. 


feoul Astral Wodd Create a space tit at iaffkts spiritual damage 

For b short period of time after activation, Soma's tsttacks do spiritual 
damage. 


Typer Bullet Saul 
Lvi: 1 
Max#: I 
MP Cost: 50/use 


Tills meant that 5umct will start ■!Hacking ari enemy's MP instead 
of their HP, like ^ria af Sorrow's Kilter Mantle, Unfortunately, there 
aren't tan many potato in The game where this is useful. Till d.smantle an Iron Golem in a few hito, hut 
even Iran Golems can now be defeated via more ordinary means. 





















]f the M*rpy stops mov-ng around, it's about to SftrtnVA spray of feathers at you, Get further awfty or 
directly underneath It As soon us possible, then pluc>; this bird With whatever'* handy. 


Cumb Claris Joiner 


The haliwuy that leads from die Cursed Clock Tower to Che Pinnace is infesbed with Harpies. I lead in with 
the Ase Armo - Scul r clean it out, and repeat until you have nirse. 


L'W Draghigrazzo, but slaver, wea-:er, arid margir>ally caster to sett 


$32 J; 123 

Attadis gain knockbatk attribute 


Blunt Sword 


gvr.^rrr-M (garbett of ftlatmess 

The Barba, iccis lurks jn the underground pert of die Gar-dan of Hadneas, in the hallways with ti e spiked 
deadfall traps. The IcwesT part of this area contains a man where a Barba rices is hovering right i front 
of The doOr, behind a Spike trap As yOU dOrtie tltfOugi the (tofti hop up and hill the O^Sri^SruSirki with 
semething like the Killer Rwn Gullet Soul You'll take it down in- one Shot, Without having to dodge ILs 
spear or navigate a trap. J jS be sure you don't accidentally leave the mem betcre vou get its Soul. 


#nn! Harpy Familiar Summon Harpp 353 familiar 

Sonia ^urnranofls a much better-looking Harpy to serve as a familiar. 


Type: Guardian Saul 

Lvl: 3 
Max # r 0 
MP Cost: S/second 


The Harpy wilt attack enemies with a rain of dartllke feathers it's 
surprisingly powerful, given its cost, and can really add up some 
serious damage if you combo it with Soma. 


iirtarirriii 


*pfl|ll Ogre Form Transform into Barhariccia 

Soma transforms Into a giant, speanNieteflrtg blue ogre and rushes 
forward, 


Type: Guardian Scul 


Max#: 0 

MP Cast: 30 /second 


This kVOrks the same Way as l3it: Valkyrie Soirl, Lul SOiru's Darbaricria 
form is larger and stronger It's fun to play with, and since fkima'c 
invincible ,n Barbaric™ farm, yoir can use it to safely Take down a few annoying enemies. Tt works well 
against QreJt Armors. 
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T>i$ is Jnclrcr ms^'lcr Ikaftta-sh erouijh to be 4 n d-ims, Ycu urcr'tbe it+ite dodgs the Radii's of 
darkness wtisJt Ihe Ma pf as AsffcySod, and -fore comett^ rtll tap haling >w j-tE# it -dtatrf of 5on*. 'wSunalefe 
v-dj dsit Braurtar 'iaiap's-j.ti wdl afaryaiVc fooght "ub'us l?tlo«,1hc Malathi wil oftcTgsfcr ■» Mttrt di i/t 
rake, hut .t teleyapbs this tv rearng tad. Try to stay r cfcSE, oaring aid dodgrg the daw rakes. 

f ' 



Hfgti Mind Up 


1>333 


35$ 


9 


599 


Soul Drop Rot 


& 0 U( Evil Sphere Su.nv.TTon 2 dark sphere that spews dark energy, 

Soma fi res me-, of Matacbfs swirling energy orbs. 


Type: Bullet Soul 

Lvl; 3 


For all the trouble the attack cause; you In Dam of Sorrow, it Max #; I 

becomes pretty useless in Sima's hands, The long start-up lime anti Cost; 44/use 

slaw projectile speed make it very hard to actually UK anything with 

the energy blasts, ft also does crappy damage compared to <■ lot gF Lhe other Bullet Soak. It you peg u 
big, slow enemy with it r then hilarity will ensne. 


h ■ 

I Zlw jftnnatlf 


This one is easy. Two Maiach occupy cnc of the first rconr-s you enter in the Pinnacle, aid there's a dcor 
just behind them. Do the- usual rinseaid-'epcEt monster hunting until you've goC ell the Mala chi souls you 
want. You can kill Halachi off eas-;y with project^ Souls -ke The Killer dewn. 


ate ®roli 


One of the most dangerous monsters m the gome, the Cave Tree; can come after you with its sticky 
tongue o: a specia field aback. En either case, jnccat whateyer youVe got to take it down before it 
can get cm top cF you. 


Paella 


Rare Item: 


fe93 


EXP: 


Soul Drop Rat© 


156 


30 


emt ?ri 


& 01 |[ La-L®"La Attack by lashing our the tongue 

bema attacks with his newly sticky tongue. 

Tlrttrt are- guile a few Wiings wc could say here, but we'll stick with 
the obvious. Tor as big of a handful as Cave 'bolls are, tlurir soul's 
pretty worthless; ft combines Urn major drawback of Ike Suecubus 
and Hel 3nar souk with a seriously high ick factor (Durie r you just 
Iseked a 7-nmbie .1 ft does hit several times, though, for what that’s worth. 


Type: 
Lvl: 
Max #: 
MP Cost: 


Bullet Saul 
9 
1 

8/use 




TOjarbrp Uab 


Ft's a dangeretJE proposition, but thane ere two Cave Trolls in die same room as the gate that connects the 
Lab to die Sarden of 'Madness. 






















Tnprt ret mien to these things. Tsiey'rc- usually placed near the ce ; ng of a room to 'rr-5«ie your 
aWity to jump around. Snack it in he head 'til H floes away. 


Istaceb ftumtf 


The first thing you encounter when you step into the roan just outside the Silenced Rums'Teleport 3mm is 
a .arva. KSI it fast, dash eut r and then dc- it a’l ever oga n. Don't spend time ki ng the Other enemies unfess 
you happen to need Their Souls, 


If you see e Meant Ester, it's probably already trying tc cat your head. They tannage your MR and F4P 
simultaneously, and rreve remarkably quickly. Fortunately, they aren't tough, &:■ oice you draw a bead 
cn therm, ttieyVe had JL Jss whatever Souls you want, regardless- of their MP cos^, as Heart Eaters 
drop about 3 dMefl Small H^rts when they die 

■ Noodles : Jj ?; ; 87 102 45 Rjp 0 - -jj- 1 

Heart Pendant r: B^ 


As you're heading up the large vertical passage underneath the Lest Village, there's a side hall that leads 
back into the Wizardry Lab. This si-da hall e cne -of two places in the game where you can find Heart Eaters, 
and it's the uniy place where you can hnd more than ora 


SuiTtmon Lanra Summon larva 

A Larva apji-rara ^nd flies straight forward- 

Another mce, Inelegant forward-bfast with luqli damage potential, 
the Larval lust qcxxl enough to tie worth using, but lacks anything 
spec milliard make it truly worthwhile. 


Type: Bullet Soul 
Lvl: 3 
Max#; 1 
MP Cost: 2 E/u&e 


S>0lll Heart Op Obtain mere hearts 

Mils increases the likelihood that a defeated enemy wiH drop Hearts, 


■ m Enchant S&j! 


this isn't a bad soul, per se. It's just CRitsTioue try the other souls 
bn Us category. There are much bettor Ways in which to utilise ydu-r 
Fnchant fioul slot, and by Hie time yau run inrtci a H-aart Feler, you'll 
have most of them. 























Ties-c are uddly -■ r;i3ti:;g, esct-vally when compared to the Gannon fodder they weie in past games 
When they ptuse Hid fcck at you—the player, net 5om&--they r rs a&Otft to cut loose: wth a fast fireball 
You ■sin duck jndcrthat. thankfully. One shot from any weapon should *»* a Mcrniai into hshsticks. 


iir,:t:: ViV¥ ^utoranemi %)di 

The Mermen hove a ecuple of different spawn points through this area, and they just cart wet to- give vou 
their Sojss. It's not hard at all to mas oat your supply. IF you wart to speed up the process, head to the 
southwest come'of the map via the sp ke room in Subtense, r.aan Her Here, you'll find a room packed with 
roughly h doaen Manner. St's easy to destKyy them an masse. 


You can deal wrtn these ir- esactly the same way that you doe tvdi Bone P ars. 


[ - J Subterranean 

Vou don't have a Jet oF optons for huntrg Fish Heads(es: them up, yum), but they're el? over the pace in 
the floodsd room past Rehab's lair. 


mMU 


Normal Item: 

Rare Item: 


ifelJlll Water Spray Shoot a stream of water 

Soma fires a sihprt-ranged,- njurigw bl^t of water. Greater levels 
derr-frase the startsip t<me. 


i lie s 4 plfkant itartup^ dma is partially compensated &y the Merman Cast; lO/use 

Souls darruge lector and range. Just the same, iL's not greut, and 

even at max ranks, it teaves you open lor n second vviiikt Soma recovers. It's mostly useful for attacking 
fire based opponents like the Flume Denton. 


Normal Item: 

Rare Hem: 


&>G 1 ll Head Throw Throw fish Head 's head 

5&ma tosses a roly-poly Fish Head. 

This is a kiw-wattaga vdrrant on the toe Annor soul. It's most useful 
if yen pmr it with the ffeudks (see py, 216). 


Type: Bullet Soul 
























Tnc blue oneivnll just damage you. bu" Ite orange ones cs-n petrify Stfna In either case, Medusa 
Heads have seen annoying rimers fa" well ouei twenty years. They'Ve these to Ik avoided or 
cou ntered as best you can, net to be fought. 


Becomes gold (turns to stone) 


Cumft Ciorfe Eotoer 


T Tic5e lovely fadics constantly come after you whan you're in the Clock. Tower, [f you need he o finding one, 
check to sco IF you're playing the right game. 


K j I ; * * " - * ^' 

Hoti hard it’ll sc to defeat Ukobackwill depend on how seen you can light it once you see cue. ft you 
cen snack it dawn nrmadiate'.y upen entering e noon - , rt' : ! be a place of cake. If you let it run around 
for a few seconcs pant ig Presents pverywtierey things Mill get drficLT. You can get nd of te balls of 
tv hs&ng thnrc 


Moves faster 


338 fiuttHtanean %}t\l 

Hunting these guys is a total pain. Go over and up a room after exiting the Teleport Room, and you should 
be n a small roan occupies by a single Ukctack. Beat the crap cut of him Lrt=l you get the Souls you want. 


rims.! 


Ibotiarft 
































J«t h'i it, Ilk ret A -LiiCny creature 


SaStwnon Meunlen 


Y- : ^uttecranean ji)di 

There are a number cf conveniently paced Killer Fs'n. but the best cnc fee hunting purposes is one screen 
north and one screen east of the door to the- SFenccd Ruins. 


iHHHH " J **|M2| 

This is just dirty prel. Every treasure ch:st that you find cutedc the WEBidry Lab or the Pinnace -s I 
KMaliy a Minis. Their lunges are fast enough that they're- hard to avoid, araf ymj can't outrun a Mire 
on your own. You'll want to na it with a Eullat Sol’ befora k animates. 


E^5» Btmon ®um iboiis'c 

There's e s ng e Mimic in one of the bedrooms located to the east: oF tne ba roam. This is another area 
where you ce r abuse a ha ndy deer to feres the Si mic to constantly respa™. 


Torpedo Tish Launch torpedoes in water 

ffoma laicnches a fisb-shaped torpedo th^t tears enemas apart. 

Hie <lllpt Fish does awesome da mage when youTe fightum enemies 
h fide water, but cent be used In the other,, H.5% of the castle. 


Type: Bullet Soul 
Lvl: 3 
Max#: 2 
MP Cost: IQ/use 


^-'fill l Cash Bock Gain money wi\e.ti taking tlamaga 

Whc-ft enemies damage Soma, he dre^s money, The more damage, 
Uii: mum money he drops, to a maximum of SbOO per hit 


Typer Enchant &3ul 
Lvl: 1 
Max#: 0 
MP Cost: - 


Tins is another prmid graduate of the school of lunny-yd-useless 
Soul dasagn that brought you Yorick. Seeing enemies- beat coins out 
□f Soma is amus-Jig, but you have to take a big chunk of damage to get a mediocre chunk of change 
There are a lot of better ways tn make more money, end those don't invoke letting monsters heat 
Serna's fete in. 























I II I ill — t if .5 ■© . ' O R" ■ U if J 

L4w 4 does wrth most undead, a gcod dew of P.*e will wit out u Dead Riate in attends Cdhrwlse, 
you’ll have to jot n Close, and thus ri>n the rrsk ol being stabbed. WaLcfi oat for Us heaviy- 
telegraphcd overhead slash, which fe uaialV fofewe-i up by a living chop. 


Rust/ food tin 
Falchion 


FliF* i&utoranean !L)cLl 

^"his one's easy. Just find a room where the first thing you face s a Dead Piraic r and there arc rs> annoying 
enemies fifce the UKoback or Frozen Shade flying around. Duck in, kill Pirate, dack out, repeat until you have 
r II the Souls you want. 


the most conwen ?nt pl&ce for this vgfet outside the Hell’s, 'depart Roam, 


Use trie Persephone Sou: to suck up all die Frozen Snede’s projectiles, and ? becomes a s-lly litre 
floating woman dint's barely worth paying Etentior to. If you don't have that Soul, you'll reed to 
smack the Shada's iciclas cut of Che air tef:re you sort her olh fiota that ths icicias are st dangerous 
and will still fly at you, wen if the shade dies before she can fire ihem, 

IceCream L 50 130 43 0 120 


E 1 feuttrrraneatt 

Head one screen East of the tsst-your-stren^th puzzle (see Secrets, pg. 7AA) bo find a room inhsb.ted by a 
single : rozer Shade. 


men 


“■"-i'- 11 f I cc Blade create a teds d Ire that tseses fleeting 

£«na tosses a sfcw-niKwIng ground wave of Icfcles. Higher ranks 
snake the wave travel further. 

Tills Is best employed agn nsl ground- bated enemies, who'll get 
Socked down a inf liit repeatedly by tint ice Wove, ll’s nut bod against 
Gergcth and other slow, gracmd crawling bosses. 


Type: Bullet Sdul 

























Data Vault - bestiary 



You can't hit 3 HornfirteuluS until (l m-^rgsrs from its odd Itlfr catwImsnt. [I'll fietne after yCu until 
it reaches the hTiit of its hose’s ^tension, at which point veuVs jet a fie# seconds of safety ur-’jl the 
hose oreaks. Try to take the ricmoiculus out Of the picture before that lapocns. 


yrr-™^ ^arben of Jfiabncss 

These guys inhabit a hidden area of the Wizardry Lab you can only enter by crossing Subterranean Hell's 
Spike Room (see pg. 74], Just wander bac* and forth through the first nocm of the area, and you should 
have a brg stack of Homontulus Souls in no time. 


These guys have always beer; a sc r «sus problem, and they're paced to take advantage of die local 
terrair. The bes: plan apainsrthem isto wart unti they throw their disc, then nun over and stand 
directly in front of the Oise Amor You'll have a few seconds eo teat on ~ before it thinks to toes 
another 0 $j.\ If yon try to nail t at ranije, it’ll figure cut some way to muois the. Dm onto your face, 

TTHf^temR Scale Mall LOO :•■ ■...■160 ■ 43 ^15 £EfeI 


Condemned EEotec 


'ifter youVe cefeated ■Gergoth, there's only one rcorti the castle wth Disc Armors in it. Of the two, the one 
that's higher up in the room h s gndy easier to beat. 


omoimmts 


lorrnat hem 


^(Ull Capsule Monster #4 Summon Homunculus 

fjgjiia conjures ?■ ttomwicuius, winkin'! skulk along the ground 
damaging anything ft touches. 


Type: Bullet Soul 

Lvt: 9 
Max#: 2 
MP Cost: S/use 


This is the same kind of wul as the Zombie, with the accompanying 
drawbacks. The Honwjitulus lasts longer than a Zombie, Chough. and 
does a lot more damage. 


rmor 


«l0111 ' C.'itfl Sa U car Hurt a sharp-edged circular AJjcfe 

5cma whirls a sawblatfe aramd his outstretched hand. 


Type' Bullet Saul 
Ul: 2 
Max#: 1 
MP Cost: 3S/use 


Remember all the times Chat Hie Disc Armor's ripped you a ivew one? 

Walt, Sonsu's disc can do the same thing to ycxir enemies. The short 
range means it's best suited to close combat. IfTI shred through, 
standard enemies like a weedwhacker; and rips a good chunk out of the larger;, slower busses, too. The 
main thing going against Jt ft the HP cdftt; ymi might want to try pairing it up with the Tnsant. 



















9 mi n i i i m 

L:« Beers, but aquatic, the Ltecurafcias ace -Ofiljf encountered in or* r«*n in the Sjbterr<nean tic In 
that, room, it's best lo tel ".hem roll nto the water near the soirihern evil, then drop Win^ like tines 
on them 


Boiled Starfish 


1 ¥ ^uttferanemt Sell 

As Fa: as we know {and we know evcrythvg), the Dccarabia only shows up m cnc room, and its the 
fooded area just past Rabat's boss chamber. 


You can instantly defray a Dead Mate ty hi imp its dog, ait chat won't gat you any EKPor a chance at 
its buLl. YolII have to jump ewer the dog and attack the Mate itself to get anything oot of it. 


Puddling 


AtUnctb Guilts 


The Dsad Mate or.ty appears in two I oca (son s r and in ether case, it's backed up by plenty of Ghouls. The 
upper of the two roams doesn't have any Larva, so t's preferable. Remember, to get EttRor a Soul from the 
Dead Mate, wu must atlbck the Ztmtfle ifefttf. Don't hit fe dbg. 


ccaratiia 


'S'SMlI Summon Decarabia Hurl 9 Decarabia 

Swna throws a miniature Decarabia, which rolls along the floor 


Type: Bullet Soul 
Iviz 9 
May #; 2 

MP Cast: 20/use 


The Deoarabia's notfitiig special, Hunting them down t a pain m fhe 
net k and you need a lot of them to make the Deca ra bla attack do 
mucii damage. Yau'h probably never use it. sin-ce you have similar 
but more powerful 5ouls by the lime you encounter it. 


#X)lll Hellhound Sdffflmon 3 tlog 

Soma summofls an eindead dog. fl.t iHghet ranks., the dog sticks 
around longer and does more damage. 


Uzc-i appearing, t?ic dog will head forward, lilt the nearest wall, a ltd p^p Cost: 12/use 
head hack, only stopping upon the end at its duration or if if runs out 

a door. It won't go up stairs, or jump, ft's one of the more powerful ground hugging Bullet Souls, and the 
h y rebound factor makes it somewhat entertaining. For sheer damage potential, however, the frozen Shade 
Jt still has ft beat. 























EC tie ftinrtatlr 


^titeraticmt S^cU 


Voj can hunt for the Prccel w^ife you're dispatching Ki er Fish and Frozen Shaoes, in the vertical ha 'Aery 
north of the gate to the Silenced Ruins. Run into one room, rv 3:-1 the Prrce drop down, -till the Fish, jump 
back out, run into the other rocm, dispatch the Frozen ShadOj and so on. 


■m «HH^«Ss&8a*8a8^ 

A Peeping Eye mth an electrified lj. , the Bugbear is Surp.- sinply daiqp'dus. Mail it bclcrfc it wkes up. 


Normal Item 
Rare horn. 


^0111 Resist-Ihurtd er Gain resistance to Sigh to in g 

fjonia becomes fesistuu-t to efectrichy. 

Unless you're really qet&n<f slapped aiwivd by ftycuda, you don't 
need electricity resistance. 




Type: Enchant Sail 

Lvh 1 
Max#; 0 
MPCost: O/use 


“here are four Bugbears in a raw n- the chamber at the base of the stairs to [>arro's boss roam. Yon can 
take then all out before the first one's all the way off the ground. 


The tog rtf any poo of trader rn the Subterranean Jlel! night bE concealing a Price!, [t'il usually rush 
across the surfiee-a at you, but sometimes ccts to fire a burs: □' water Tom fe mouth. It's got enough 
ATK co OGtnmard rasped. 


orimal It^fil 


Ram ltt?m 


136 tUftO 


S>ClMl Water Free increase mobility if! water 

Soma can move fit fufi speed underwater: 

Hite is like-y to be a ti erf a surprise, as an ordinary enemy doesn't 
Often tlrcc- an Ability Soul. Its effect is fairly suhtfc. 


Type: A !:; 1 ty So ; 1 

Lvl: i 
Max#: 0 
MP Cost: 0/use 



























• * i 


e% 

4% 


]■ you destroy the Ewe Affc J a skeleton^ VII kill down; if you tfeStrey the Bone Ark, : i;ut not the 
Skeletons, they'' panic 3 rd rur- olf E ther way, you’ll want to stuck the Done Ark '1 between dodging 
its rrassrve schemes cf electricity, "she Ark h-es at wucre BoWs standing at the Lrre, so it's easy ta 
fake cut' jnfcrtunataly. the size of the globes reea-is it's still hard to avoid the blast. 

tjt£ 0 1 

Fifes two projectiles at once 


Normal Horn 


flare Item 


Sduil Dfap Bstor Ward 


Soul First Cl as S JiimrntMi a sieirton to piwitfe transportation 

Senna summons a pair of sketstws to wrry him aramti, 

Hot wty is the a stylish mote of transpcflAtiori, but you're 
invulnerable while the skeletons are canryinq you- Vtei can use the 
&oiie Ark to safely cross areas thafre otherwise Impassible,, like the 
spike Lumpur in the Subterranean Hell (see pg. 73}. 


Type: Guardian Scul 

Lvl: 1 
Mix #r 0 
MP Cost; i5/use 


I Guilts 


You could a iso take on the two Bone Arks that appear ip the Subterranean Hell, bit it's easier to dodge the 
Ars's I g itning spheres in the SFenoed Ruins. There aren't Medusa Heads or Mermen spawning in the eetic 
room at the same true. 


I £ -v ;> ® ^ £ * v 


Ir's a Catoalepas with naloosts. fie tig deal. 


8 % 

4% 


Milk 
Tasty Meat 


im .. a SI 


15 


Soul Drop ft a lb 




30 




Pc ISO It Breath Brejtfje a Com §as 

A cloud of poison emerges from Soma's hand. 

This is a fast way to damage un enemy that's vulnerable to Poison 
status, but as with the (.itcskioas. its short range is a b g point 
against it. 


Type: Guardian Soul 
Lvh; 3 

Max #: 0 

MP Cost;, 15/seeond 




I Mcnceb Guilts 


There's only one of these guys in the game, so you don't have rrnh of a chace. he's m a room nea r the 
entrance to tie Ruins, accompanied by some Skeletons and Eats. Qear the rocm with Mandragora and 
repeat as necessary 


l\79 


-jM 


topsjgj - jinu& ttjeg 






















Qiitt ttault - ©estiar, 



The Aluro Une ca'i use ^-se darts -and powerful tenbuk to mate your life difficult ■? you Lry 
epproachirg her. [nsleud, opt to stand back a ways and unload on her with Gsrgrth w u graunc-wave 
Gullet Bcul. fllura ally appears once, thankfully*. 


i)di 

Ehe spawns in e oarbeu^ar ream cf Subterranean Hell, so all you can really do is dash in, kill her with 
□round-ware Tactical Sc-uls, than rash back out and try again if she doesn't drop nor Saul. Despite t-er 20% 
Soul Drop Rate, you may want to wait mml after you have the £pul Fatar Ring amply hecaLse of ail the 
trouble if takes to kill her. 


As acted on pg. 83, the Great Axe ArmoT^ scary, tut has a big Achilles' teel. Just stand right in 
Trent of if, and its blade won't fcuch you. Mow punch It cut. 


Tomahawk 
Chain Mail 


Conbeitmib Cotoer 


There are only four Great Axe Armors in the whole caste, and after you beat Gergoth, there are three. The 
easiest ore to fight is the cne on the west side of the Condemned Tower, who's right next to a door. Walk 
in, punch it out with the Slaughter soil, walk back out, and repeat the process, 


9f0Ill Sweet Jail Summon Altira A ins as a guardian 

Scans stands still and poses while Alum Une appears behind fum. ]f 
anything draws near him, one of Line's tentacles swats it. 


Type: Gusrdis^Soul 
Lvi: 9 
Max#: 0 

MP Cost; 10/second 


For sheer damage, this may be the best familiar out there,, but ifs 
hard to ke a familiar that renders you unable to move. A lure Une 
is an excellent anti air weapon, particularly against enemies like Valkyries a nd Devils that specsu.ire In 
staying just outside of your vertical range. 


©iTflt 21 xe Brum 


Hard; 


.S’flll l Gi go Twister Ptrfom a spinning sweep un'rA s ituae aunt 

A mart battle axe appears above Soma and swings in a full circle, 


Type: Bullet Soul 
Lvl: 9 
Max #; 1 
MPCosI; 60/use 


I his works a lot like Hit- Hed Minotaur Soul from Aria of Sorruiv, but 
it's turiSklerdhly less powerful. While the Great Axe Armor Suul decs 
da tans of damage and hits anything in the same rime mne as it, it 
doesn't hit The same Target multiple times the way the Red Minotaur did. 




























VVhert you bnng MothWin out k> p<iy, took 6uL for the wm-••■visible pollen that drifts down fron its 
w"iqs. The MuthfflSn 'tsdf .5 pietty fragile. 


: lr :e T Cf)r pnnade 

While Mothman has a high 5-oir Drop Rate, its not guaranteed that he’ll drop s.s Soul. You may need to 
light him several times. Refer to the- Secrets section For more details. 


The Kiishussu s the Hanticire v.2.0, Viith a petrifying stag are a more pcwerfL fireball, 


Spaghetti 


cfie Jlumacle 

J List cutside 0 i the first Save Room for th:s area , there’s a long ha’hvay occupied by &sad Wtanicrs and a 
lone Mushussu. Enter and exit rt from the left-hand side once yourve fought through it once, sc you cae 
focus dfi rc-killin|) the MLfihiiSSir until yi^j have a Soul, 


oniman 


Normal Hem. 

Rar . ltom: 


HPl'.gl EXP ATK 
Soul Drop nnrn:!§.J Hard; 


#0111. Sense Up Gain more experience paints 

Soma gains iron* experience points. 


Type: Enchant Sout 

Lvl: 1 
Max#; 0 
MP Cost; ■ 


With the Moth aw 11 Soul equipped, you'll get approximately 25% 
more exj5erlen« points for each successful kill When combined 
with (tie Shaman Ring, you'll get approximately 156% CS 0 monster's 
usual EXP value 


usiiussu 


Normal Hem: 
Rare item; 


^Dll! Po[Son Stinger Grow & poisonous taii 

Soma sprouts a poisonous scorpion tail. 

This vVQrks exactly like the MaiitiCurs: Soul,, but It's poisonous arid 
dots more damage. This doesn't make it any inure useful than the 
Manricone in the long run, though. 


Type: Gu£rdi£T ; Sciul 


Max#: G 
MP Cost, 5/second 























Bata Vault - ikstuirp 





If the Gni&dei sees an sftsdf coming. he'll blcrti it with his shield, Vbu ran toss fireballs at hie when 
he's just at tine edge of the screen, attack him fraro below, or wait for him is turn h-E- bock belcre veu 
pounce. 


Blocking Mail 


pinnactf 

“tiered one room hallway through the Pinnacle where you get to play with a Mushussu, an .ilastor, and two 
Guillotinera. Go ore screen cast Horn there, inch forward 'hi you see the Edge of the Dead Crusader^ sprite, 
and launch a Flame Demon fireball at him. He'll go down without having the chance to raise his shield. 


The Wamcc will run back aid forta within a limited and constant space. Gncc you figure out what tnat 
space is, you can linger at one end or the other dF its caitrd route and smack it as it runs up to you. 


Rice Ball 
Partisan 


1 rry-^jm Ojf ^miUClf 

Co the aattlements underneath the sta;'case that leads te your showdown with Dario, there are three Dead 
Warriors patrolling the path that leads to a Save Room. 


Normal Item: 

Rare Hem: 


#finl Damage Cut Reduce the amcuiTf of Jama-ge from attacks 
Sonia takes 90% damage from any attack. 

The Oead Crusader can come In handy when you're fighting bosses, 
or when you'ie In the Pinnacle for the first time and it's kicking ycnn 
face in. Try equipping this when you don't have anything belter Lo do 
with your Endiant Soul slot. 


Type: Enchant Soul 
Lvi: 1 
Max #; 0 
MP Cost: - 


&ttlL Quick Bullet s&&'. l .W-ry l » iituxs 
Soma ton use 5uitet-7ype souls while executing normal attacks. 


This isn't nearly as tool ds it sounds Unless you're usaig d super- 
slow weapon like the Axe Of MaCO, (lie effect's untrtrtlte&ble. There's 
probably same really sick combo that invoke 1 ; the Dead Warrior; birt 
we haven't found it yet. 
































jDOC©*. 

Uks lie Vj -syne, but mere inclined twnirds dire* action, tfie Erirys w elhe: rush you dawn wth 
its ancc or try to hit you with a short-ranged held attack. The latter is the more desirable of the two. 
since you can easily j-jnp up anc hit her wth a Swcrd, Speat a Katana. 


Hauberk 

Malon 


As lonp as vkxj don't kill the Stclas, fit I produce as many Crinys for you asvcu r d like. ]f you'd prcFcr a less 
pot-mally lethal hunting ground, attack the Erinvs in the mud pits near the Abyss's entrance. 


■cm; a > i 


l* a Succubus- is posing as Veka, take a moment to wesn up the most letha attach yeu neve and nit 
her wrth it Jf sha isn't, or cn:a she^ dropped the Yoke disguisa, treat tier like a powered-up Lilith,; 
shall backdash away from rnelse attacks, s: press ycur assault With Salle: Souls. 


Flame Necklace 182 . 
Pitch Black Suit jfcn-hfr. 


Ctie Jtfmtaelr 

The hallway in the Pinnacle that leads to the Demon Quest House is also known, to some people who are 
us, as the hallway of a Million fefios. Von'ra almcst certair tc get a Suooubus Sou if you go tack and forth 
through ths room, smacking than down. 


Crmps 


ATK 

Hprcir 


#niif Holy Ray ilbftas# (Heine energy that censes widtstmsil daim§e 

Soma summons an angel to do holy damage within a wtf? area of 
effect. 

This chews MP like candy, but does a substantial amount of bodily 
Fiarm to anything within the angel's range. Tiia ebser an enemy is to 
the angel when you trigger the died, the more likely it is to get nil two?. 


Type: Gullet Soul 
Lvt: 1 
Max#; 1 
MR Cast 45/use 


£ 



6% 

4% 

■ III! El 


































Ffeitnen shouldn't play with keivcS. Teach thirl this. 


! 8 & 88 SB 8 «& 


8 % 

4% 


ormal Item: 


50 


EXP: 


Pitch Black Suit 


16*. 


SOItt Knife Throw Throw knives 

Soma throws r knefe- That's it. fti tonne, 

While yeni have to respect the Ripper Soul's lack of subtlety, 
it doesn't do enough damage to justify Its NP cost, ltd She a lot more 
uaduli if Rippery appeared much earlier in the game. 


50 


10 




Type. Bullet Soul 
Lvh 3 
Max #: 1 
MP Cost; S/use 


3 




u 


A 


These can most easily w found in the second rorm of the Abyss., or towards the button of me erf the east 
shafts in the Mine of Judgement. 


SiliMf 


m 

The biggest problem youTl have wth a Black PanthEJ is that it Spends into the backgrujnc. less cut a 
ground-wave Bullet Soul to deal rtith it r or wait by a wall and jump over d as it runs at you. ItTJ hit the 
wall arc be momentarily stunned. 


8 % 

4% 


Normal Iteni 


- 


EXP: 


Soul Drop- Rate 


0 


60 


III So hie Dash Now it high speed white creating a shock wave 

WhtMi you start walking, Soma, rushes forward, protected by a wavc 
of sonic- force. 


Type: 
Lv*: 
Max #: 
MP Cost: 


Guerdia" Scul 

0 

0 

3/use 


Tltis makes you much faster, tut tto forc* wave does very littfe p^p Cost; 3/uSe 

damage. You also don't get it until you reach the Abyss, so by the 

time you have the Black. Panther, you're well past the parts of the game-such as the Condemned Clock 
Tower--where it could do the most flood. It's mostly useful for rushing from room to room during Boss 
Rush Mode 




abyss 

Youl probably get a few of these by accident while you're hunting Malacodas, and you or.fy need ons. 





























The-cISi net itiwift to U-'j-o'ie. honestly. St at il when its face is Visible. 


just find one of the raons that's inhabited exdusivvy by Mud Oerrons. Youl: have an easy tme killing 
them. 


i— fcr m ini .I iii hi— 5 a f * * j 

Whatever you do, don't get trapped between a Giant Slug and a wa Its shell ;s rrmune oa demage, 
hut you can smack its eyesta <s to get it to hack eft". mLch as you oould with the MoJusc. 


**' fRmrs' of Jtibgtment 

The roan up and to Che left from the fi nal Save Room of the area is inhabited by a single Gant Slug. K!l it 
as many times as y™ have to in order to get the Souls you want. It’s easiest rf you go after it from below 
with the £/.e A-TTior Sdul. 


itlub Smioti 


tad S-nnd Free Prevent toss of mobility even in s and 

Soma nan roewe normally in sandy area*, 

...yay? There are only a handful of rooms In the entire game with 
Mod Mi tfi-em, and the sand sn't that hard to mwe in to begin with. 


sjjfltll Resist-Poison Nullify poison 

Soma becomes immune to poison 

This conies in Itdiudy during the Anal battle, but the Giant Slug shoves 
up so late iri the yum l* that Its Soul is almost a waste. 


I y| r Enchant Soul 

















The Vtoiewdf Mss a vatt punier of artl&sk patterns, including 0 firrtw that circs up, a vicious punch 
sttoik, a long-mged lunge,. 3r?J a divirg kick. ihsL ends with un exploson cl fame, There's absoli/udy 
no reason lo fight it il vot can avoid it. 3 f you're lock ng to take it down, wait Far it to rrake the first 
move, ther counter ivith the most dangendus Sculs yguVe get. 

: - —: " _■■ _ . _. 


Cfjt flmnadf 

There are two Werewolves in the same r acm as the FIbtic Demon mentioned b"The advantage to 
fighting the Werewolves here as opposed to the Werewolves in the Condemned Tower cr in the vertical 
hfi way near the Pinnacle's spotlight hfill--ic. that once ycu'ue dealt with the Rama Demon, you can toss 
aves at these Werewotves frern below. 


This is the easiest to beat of the Demins, oddly Enough, [ts fireballs easy to codgc, end you can 
usually wait around tor il to descend to your aye . Once it's somewhere where you ear reach ;t, 
pcrr-Tiol it with whatever's handy, preferably ke-based attacks. 


** r t Clue jpinmuic 

Asyau're diraiS.ng the ft.iciacle towards Dare's roan, you'll encounter a : lane Demon in a room with two 
Wferewohres. Tie Demon spawns conveniently eise to a door, makirig it idea tor all of your hunting needs. 


cr f too 


&cill Dashing Perform short dashes 

SCM 115 dashes forward tor a short distance. 


Type; Guardian Ecul 

Lvl: 1 
Max #: 0 

MP Cost; 15/use 


'I he Werewolf's dash Is a decent method of adding ranqe to smite of 
Soma's shorter-ranged Bullet Souls, like the Slaughterer. 


fecill flame Ball Shoot devastatfng fireballs 

Soma throws a lartje +in>l>all straight forward, 


Type: Bullet Saul 


There's something to be said for j ust twirling off and iwlneratlng 
someone. The Ttarne DertitMi scjuI does an impressive amticlEil of 
damage, even against creatures with high HFF like the Final Guard 


mtmm 

tm 

5 fl 

l ..._ 



























Urilrvs ite c»dsin the Sirne, theTimjellv nvA'iioiwn you ( iL hits you. Il\» practically rrv-nune to 
conventional weaponry, so bust cut some demeilnl-based Bullet Sout a id onny the pain. 


Gains Pokoii, Cuim attribute 


fcg£Ltai joints of jTtEbpmmt 

The mine has whole moms full ctf these little jerks., so pek one whc r e s Tunjdly spawns- near the door 
Quickly kill t with a fire attack oF some sen, then retreat and repeat thE precess. Doing it this way 
m.n mijes the threat the Ta^jeUyst peat to yen. 


Fortunately,, th; terra - cniy appeas once, in the Abyss. holy attacks lice the Cioys are ths most effective, 
naturally, bat veu' only be a ale to lard tham in between dodging irate ; s aid croakicte. Once thE Arc 
□omcr.ssts casting a spe: t drop what yaufa dong ard start running, [f’yrxi're lucky, yoj can itimpcver 
orda .11 'Isireatn the ensuing lire to Is; otherwise it's tne to start looking for a born verft 


There's only one Arc Demon in tne game, and it appears rght ne*t to the f rst Save Reem hi the Abyss. 


Normal hem 

Rare Item; 


afetJUl Resist-Strike (faun resistance to physical attacks 

Equip this Soul to increase Soma's resistance to physicfl .1 aJTacks. 


T y pe Enchant Soul 
Lviz 1 
Man #r 0 
MPCosfc - 


if you take damaqe from a blunt object, such as a Slaughterer's 
punches, this'll cut rt in half, it's nice to have around during certain 
boss lignls, such us the finale. 


Normal item: 

Rare item: 



^Jfl 11 \ Resist-Da rk Gate resistance against dark spelts sad attacks 

Soma becomes resistant to darkness-based attacks. 

The problem with ati ability that yrnhts resistance is tfiat it nriphes 
■Jut you're getting hit, which you shot Id be attempting to avoid, 
further, there are very few attacks in the game thalfre purely 
flaikness-based. 

Typ< Enchant Sou! 
Lvl: 1 

Man#; 0 

MP Cost: - 



























Bata Vault - Ikstmru 



Vou can lejtruicc Gaibtei's Stream ol firtbail&with the Persephone Guandran 5r?j| Without these, 
GaiborTs Ju£t another aerial pest. Once He'S- taken seme do-nape.. he'll turn red, get angry, and r'epface 
his fircbalfe with a lorg pUrnc cF flarre.. but the Persephone will sick that up, too. 


mr W:: y - im fflmcs of JuDgnnntt 

Mace sure you have the Persephone Soul before you try hunting these guys. Teleport into the Mines and 
then head ever until you hnd a room where a Gaibon is waiting for you immediately upon entering. Kill hm, 
hack out, and repeat unt) ■lOj-va got th? Souls you want. Dang things This way lets yr>j avoid messing with 
the Tamely snemms. 


The first hr you land on Slogna will knock "2. sacar out cf cs hands. This'll stun it long enough ftir 
you to do seme sanoLS damage. [f c sinvwes pas; that poir^ -.11 lash cut wth same surp- singly fast 
punch combinations. 


Cities of ^ub&ement 

The first njcrir you enter after diving to the bottom of the shaft opposite the first Seve fiocm for this area is 
occupied by a solitary Slogra. Kill him. as many tines as you meed Jd. 


f&Eoara 


Normal Item: 

T*- ' ' ’ 1 . 

Rar-g Item: 


Hard: 


#'<11||L 1 ag ic S pear 'Th row Throw spears 

Soma tosses a tamgspear lit a sJhBcw are, 

Like the foe Ann or stsiJ, th* can lilt twice or mwe if you it all a haripe 
upfnaiieiil With 1 Urii ke the Axe Armor, Hi it will stick into Wdfe and 
floors. It's go* tfie edge nn damage, though. 


Typer Bullet Saul 
Lvi: 9 
Max #: 2 

MP Cast: 20/use 














































6y itself, the StcHos is 9 ■speed tRJiip. It's ''aimless, Huwcvei, il loves to summon other monsters to da¬ 
rts Sghting ftf it. Usually, this" ' be an Ennv* but Dev s and plane Demons will »9» enter tic rotation. 
]■ you let the StoSas summon a lot of backup, you coaid -be in trout- e, so k-ll ter reinforcements ns fast 
as they appear 

SfMlilirfeMana Prism SOO 8CQ ri® S3 20 iXSfelSM 


The second Stolas you encountc’ is alone when you first see it, which makes it slightly ncce vj ncrable, 
and thus slightly' nr ore suitable fior hunting purposes. You may went to make sure you can quickly oeal with 
Frinys before you stait hunting down Sttiases. 


There's no last My to deal with a F'maJ Guard. Ybu can firnpfy duck undarncah its shield bash. end 
troubling at ts feet will evade its downmnd chap. Wien it pcunis the facr vrth itsswoid, get ready to 
dodge -a flame wave, end retaliate with whatever you've cot bendy. Tie Ffame Jam on and Bomber dim or 
Scot usually do r^Hctehle damage to a Final Gcard, bat both of tfioseewE tons of mr 


rrr.-asn^ jpmttad* 

Up in the ter right corner of the rocm that leads to Dario's boss rocm, there's a roam filed with nettling 
but Final Guards. Equip your rack 9 Somber Armor Sou! and go up to take them out. Ef ycu take damage, 
there's a save room not far away, and the enemas. between you and it are fortunately not that strong. 


mat (Suitrij 


Final Guard Gain iron-did defense 

Type: Guerdis^ Sdul 

5 <wna manifests a shield of energy. 

Lvf: 1 

For 60 MP a second, you too can bo immune to all damage that 

Max#: 0 

comes your way, just like the Final Guard. The high MP ecpCmdrture 
makes it problematic to use, hut it comes in handy cm occasinn. It 

MP Cost: 60/secotld 

makes a good panic hutton. For use in that horrible moment where you realize you just screwed up and 
J, you're abmit to get fi urt realty bad fy. 



















©ata Vault - Itesttarp 



5 « Barbaricda, but speed it jp and lurr it sink. That's s Mglfe&da. Instead of waiting for a to lunge 
srd i ucking-whkih isac y doesn't work-take It wit of the sky ivth the fixe Auwr Soul. 


79 & 345 

Attacks. q&,n knockback attribnite 


Kotetsu 


There are three Malacedas and b Slack Panther packed into doe- neon near the end of the Abyss, so you 
can ^Eep running back and forth to vonif leart’s oi-nfcnt. ]f that's net convenient enough for you, you :aa 
get tc the east end of the room, jump up through the ceiling, drop back down, and nail the nespawned 
Maiawda to your left wth powerful Bullet So/* like the Killer Clown, [f jnpu equip items to mse your IN'T, 
there's not much he con do about >t. 


Go or the offensive. Waster is dangerous, but unbalanced, and will go flying backward every time you 
hit 'he sword Just keep smacking Wastor ard he won't have time to attack you. 


fn the first leg of the Abyss, with all the pools of mud, there's a room with two Alastors lurking in wait. 
Without any ether monsters to distract ycu, fn-s nr-aKcs for good hunting. 


S^mil Whip-tail Attack with a tait 

Serna whips his enemies vdtti a spiky taif. 


This doe-smT look like winch, but for its cost, the damage factor's Max #: 1 

ttifougli the roof, One swat from the Halacoda's tall takes out most piP Cost; lB/use 
of the standard enemies in the gome, end works us a great air 

defense. The bad part is that it Lakes time to star! up, so you can't really use it while you're in mid air 


taster 


9C U L TI as to r fa m i I i ar £umihm Aiastor as a familiar 

A giant broken sword folfows Soma around and attacks enemlM, 


Type: Guardia" Scul 


This isn't bad as familiars go,, but it's hard to shake tfic: feeling that 
ttiere's something better that you could be doing with your MP, 
especial y since Aiastor the familiar doesn 't do anywhere near as 
much damage as its monstrous counterpart. 









1 

k>r 


2 
























Pure bad nc«* Iron Golem cun • d you for &sr ou& caniupr, punch ysu for horrific cornuae, or b'ead-e 
feme ar yac to - vicious daT«ge. War* haw, any hi you =Jid on an Ion Golem mil only do 3 point of 
damage,., except hits defected while ym'te cider she cFleet cf the Imp Bullet SOUL Aliena tvclv, you can jusl 
keep afte'itwth meee attacks or rsiLltinrt Bjller Soils like th.e Frcssn Shads. It doesn't hare that many HP. 

i;i; so iifc 2C00 fflfc 100 W? iso j^feis 


■ ttt : : v» Btittutt 6ucsr jbmtft 

There's a rocm just above Paranoia's boss room that's inhabited by a otic Iron Golem. Head ito it wfth the 
[mp and Death equipped, then go to town cn him. 


200 3-4 

Projectiles become stronger 


90 (J Ipa 1000 m 45 0 

WizardiY Lab r>. 


5D0 

Moves fa ster 


Normal Item: 

Jlar 0 Item: 


^01 11 Iron I EYIpact Transform mttf jjt mvincibttIran Golem 

Soma transforms into an Invincible Iron Golem. 


Type: Guardian Saul 

Lvit 1 
Max # 0 

MP Cost: 30/second 


Bigger than blq, stronger than strong By the time you can qef 
an Hon Golem soul, you'll never need to use It, and It consumes 
disgListing amounts ol MP, but it's still tan to q-jy around with. When 
Se-rna is an iron Golem, you can hit the [Y] button to kick enemies ar 
J You can't jump at all, but yorr're invincible anyway, sa it doesn't matter. Rampaging through Bess Rush 
,V Node as an iron Golem is excellent stress relieF. 


■“■‘■ci i' L Levi ta ts O It Reduce the speed of faffing 

The Rying Armor appears behind 5 oma and slows his Falling sj>aed 


Type: Guardian Soul 


You won't use this one in combat much, bint you absolutely need ft 
tar gettiflg around the castle. 


Locatigi 


■ir.cn 1 1 Destructive Glance row* rtf nwri stm to utintrtorttk Mato 
louch crystal blocks with your stylus to break them. 

You'll need this to salve the handful of crystal block pun las tihaC're 
scattered throughout the game. 

































woo gp 2000 &§4S '}? 0 

Dark Chapci 


1500 m 2500 60 

SEES Garden of Madness 


can take up to 4 attacks 


Demon Guest House 


JC. •■’ 

2200 ■. 68 
Icicles become narrower 


1200 igi 4000 S7 Mr 0 
Subterranean Hell 


mttrtt 


Hard: 


iLocaSh&n 



iUXltll Deep Seeker fain tiieatoifttytafuovt underwater 

Soma can move treaty underwater 

if you toggle this Sodi off, Sonia v/|| float to the top of water-filled 
areas. This can tome In handy, if you want to surface tjukkty. 

Type: Ability Sou 1 
Lvl: - 

Max#: 0 

MP Cost; - 


mm 

m 

S3 




^> 0 lit Substitute Puppet 

Soma throws a doll When the doll hits the ground, Soma trades 
plaeos with a. 

Type: Bullet Soul 
Lvl: 1 

Max#: 1 


1 

Tt's- necessary to advance through the castle r fcut the Puppet Master's 
teleport effect is too slow to tye of much use in a fight. 

MP Cost: 5/use 































3flO& 4290 69 

Condemned Tower 


1234 , • 567B BO 25 

Cursed Clock Tower 


APWlflr^ Shlper 
AliWtr hi iur'.r 
As* Affmof 
Ctet 

fc <iek (Wither 
BofTibt r Armcf 
Bw* Hsad 
Suer 
Bddt<£r 

t jvc Tret I 


Cofpfrwrrh 
ij-e ■ J-:! fruSKkt 
D^-sd HMt 

Ht?H Pu-jihi; 
UDdcJ V. 1 1'" O' 
Disc /•nvr 
CrtKfilSriWiro 
Fish Head 
Fkjn» i 
Frcupr' :awie 

E.-imvL 


".Wf r 

ff. J'iLklj 

■Ikelera tt) 

tjkcfchiMi XfK 

Skeleton Firnaer 

Ulljll >Vj L"L'I 
il jLr4--:r=ei 

Sp*v Deri! 
3h.K!*rff Wtrh 
Ths Creafeift 


L*wt>n*. 

Uhe 

waiter Skeleton 

V.. 1 1: ‘.'.'.m ■. 

Werq 

Vrtrthvoir 

waeh 

Veti 

VWlck 

Ton*l? 


Alictflf 
(ktra Uhe 

ftrr 3 *nrr, 
h-. i t Aj k 


recent 

Vilike De-agor 


1SOO 5730 :-^.7G 

Silenced Ruins 


^cul Gergoth Laser Fire a devastating laser beam 

Soma tires u broad, straight blast ot white energy. Since Lhis is a 
Guardian 5oul r you can hold down R ajnf continue to blast enemies 
until your W runs out, Unlike tergoth's version, this Isn't an all- 
consuming wave of destruction; instead, Ifs a low-damage beam 
flat makes up for the lack ty hittvno muftiple times, Its decent for 
crowd contra!, but mu ray of the more nxjwertul enemies and bosses can wade straight through it to come 
after you. It's an excellent mettled oi fighting otherwise annoying opponents like Ahum Une. 


Type: GuBrdisn Soul 


^Cni! Clockwork Sfnp tfw 

Slops time for five seconds, 


Type: By I let Soul 
Lvfc 1 
Max#: 1 
MP Cost: SO/use 


The Zephyr's MP expenditure Is a hassle, but Its a win button against 
many standard enemies, it’s also Useful against Dead Crusaders. 
However, quite a Few monsters can ignore tire Zephyr; and it s 
use ess against basses. 


^Otll Gat Form Transform rnto a bar and fly 

Soma records such hits as "Can't Get Enough' and "Ready far l nve 
„.um.„ wait No, tie turns Into a bat 


Type: Gusrdie? Soul 
Lvl: 1 
Max#: Q 
MP Cost: 15/use 


In bat form,, you can fly. Naturally, if Senna's lkit r tit'll revert to human 
form. That’s why they call it Bat Company. 



















1700 3000 'yp 72 10 

f- Demon Guest House 


40CO 10QCH3 99 

Pinnsde 


10 9999 

Sto Props earlier 


4444 14444 144 

■ .i; Mine of Judgement 


Brew irare softas, simro™ stalk at dhorter r j 


avuuoia 


SfcWil Phase Shifter SMftt the tbtiftylo enter mhmm 

Use of this Soul allows Soma to enter a mirror world. 


Type: Bullet Soul 


rids has no effect unless you're standing In front of one of the giant 
i mirrors. IF yon are, you'll teleport to n ^Kirafel dimension, where an 
jj, item is usually waiting for you. ton nsed this to get the best ending. 


l Agii 111 F i re Create a prtlsr of fire rtjt races stress tie greand 

A wave of fin rue races across the floor. This is a great soul against 
groimri-hased opponents,, as the wave wilE hit tihem repeftteoly and 
tteej> them on the floor. It's a little too fast for our tastes, though; the 
fn&ien Shade soul does the same thing better, unless you're looking 
to nail’ something with a fire attack. 


Type: Bullet Soul 
Lvl: 1 
Max#: i 
Ml* Cost: 24/use 


ifeaul D^ath Scythe .sjmmpjtfhc F^ipw(y'FR‘yrtfit!i(if*rf , w^rtife 


Typer Gu£ r di2f Scul 


f t 

e 

m 


Soma summons Death's scythes to destroy his enemies. Death 
consumes gigantic amount's of MP, but lt‘s completely worth it. 
Most enemies in the game will quickly get cut to pieces by Death's 
£• onslaught of Eittle scythes. Combine it with the Trennt you'll win. 

I*. 


Lvl: 0 
Max#: 0 

MiP Cost: tO/use 


t 

..«4 



Location 


5ttl Plague SummiHfatloar/affiratststasvrarmfces Type 1 Bullst So 

Scma liras a lan oF locusts ttiat seek cut and destroy anything in Lvl’ 1 

the room. 

By the time you get Abaddon, its cost doesn't really matter. This is Max #t 1 

the ultimate "Are and forger 1 Bullet Soul; If you're facing towards it Cost: 40/use 

when you launch Abaddon, it's probably either dead or hurting. The 

locusts will linger for a few seconds, racking up a huge number of weak hits against anything in the 
area. Ehis is excellent against lough, flying opponents like Death or Aguni. 


matt 





































Ta find same of the mast potent stuff in the game, you're going to have to go out and mug 
monsters by the dozen, High LCK will boost the rate at which items are dropped,, so you'll 
want to Up that Slat as much as possible. To do so, equip the following: 


• The Joyeuse Sword* You can synthesize this 
at Yoko's shop really early in the game; all 

of the Souls you'll need to make it are in the 
Garden of Madness, Dark Chapel, and Demon 
Guest House. It's not a great weapon, hut 
we're uslrvg ft far the -^5 LCK bonus. 

• The Three 7s armor As noted below, KiEler 
Clowns will somebmes drop this, but it's far 
easier to get this out of the slot machine room 
in the Garden of Madness (see pg. 55}. It's 
truly lousy armor, hut it gives you a +7 bonus 
to your LCK. 

• The Flying Humanoid Guardian Soul wH 

give you a boost tu your LCK and IP3T scores 
while it's active, Hold down the ft button and 


watch the I NT and LCK (up Ira -‘-IS 1 ;) state rise, 

* Nine Ghost Dancer Enchant Souls. Each 
Ghost Dancer you equ p will give you a +2 
bonus to yoUr LCK, and you can hunt them by 
the dozen in the dark Chapel. 

* The Flare Ring., available From the start of 
the game if you use the dr,a of sotrow trick, 
(see pg. 239). This'll double the rats at which 
monsters drop the^rrare items. This comes in 
handy, since most of the time, the armor and 
accessories that we're broking for have a drop 
rate percentage in the low single digits. As a 
secondary effect, the Rare Ring boosts your 
LCK by 5. 


AH this luck comes at a price, You've just neatly shot your DEF in the foot, your ATK's 
mediocre, and about all you've got going for you are the COW and INT buffs from the Three 
7s. You're going to have to compensate with pure skill and the efficient use of fiullet Souls. 
The positive is that your LCK's at least r 35 at more. This'll dramatically improve your 
chances of getting an item when you defeat a monster, Now let's talk about some of the 
must-have items that you can hunt from around the castle. (See the Bestiary for locations.) 


Arc Demon 

The Arc Demon drops the 
Demon's Mail, which is the 
highest-DEF armor in the game, 
other suits of armqr provide 
hefty stat bonuses in addition 
to a respectable DEF boost, but 
if all you want Is 4 high DEF 
— and you do — the Demon's 
Mail is the best game in town. 

Amc Armor 

Predictably, the Axe Armor 
sometimes drops an Axe upon 
its death, This comes in handy if 
you'ra exploiting Yoke's weapon 
synthesis for financial gain (see 
pg. 26). 

Dead Pirate 
Once you have the Ghoul 
Enchant Soul, go hunting for 
Dead Pirates. They drop Rusty 
Food Tins, which can be used to 
restore a massive amount of HP 
when the Ghoul Soul 
-5 equipped. 


Final Guard 

Aside from a couple thatTe 
hidden in the castle, the only 
way to get Super Potions -s to 
hunt Final Guards for them. 
Good luck with that. 

Flame Demon 
You can somebmes get the 
potent Wyrm Robe from the 
Flame Demons, which is 
excellent armor If you're playing 
a magic-heavy game. 

Ghoul 

The Ghoul is one-stop shopping, 
Once you get its Soul, the nasty 
spoiled foods that some undcad 
enemies drop will become 
excellent healing items. This 
includes the Rotten Meat that 
the Ghauts themselves drop. 

Killer Clown 

If you accidentally sell the Three 
7s you can get sn the Garden of 
Madness, you can sometimes 
get another coe from 
Killer Clowns. 


MaEachi 

While you're kind of crazy for 
trying to hunt Malachi with 
this weapon Inadout (if he hits 
you, he’ll knock you into the 
next Castlevania game, and 
won't Hector be surprised?), he 
occasionally drops a useful High 
Mind Up. 

Quetzakoatl 
You can sometimes get the 
stylish and pracbcal Biker Jacket 
from a defeated Quetsafcoatl. 

Slaughterer 

Ea-rty in the game, you can get 
the usaffil Gym Clothes armor 
from Slaughterers. 

Waiter Skeleton 
You can nab Beef Curry from 
Waiter Skeletons. When used. 
Beef Cur ry restores a whopping 
500 HR making it one of the 
most effective healing Items in 
the game. 
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Description 


Potion 

HP 

100 

300 

Restores 100 HP, 

Hiqh Potion 

HP 

200 

1000 

Restores 200 HR. 

'wi Super Potion 

HP 

5000 

5000 

Restores all HP. 

Jfe Mind Up 

MR 

too 

4CD 

Restores 100 MR 

'4^ High Mind Up 

MR 

200 

1200 

Restores 200 MF. 

Mans Prism. 

MR 

1000 

3000 

Restores all of your MR, 

0 Anti-Venom 

STATUS 

POISON 

100 

Cures poison. 

S Uncurae Potion 

status 

CURSE 

10-0 

Nullifies the effects of torses. 

Meat Strip 

HP 

29 

290 

Restores 29 HP, 

Tasty Meat 

| HP 

290 

400 

Restores 290 HR 

£) Rice Ball 

HP 

SO 

1O0 

Simple, but tasty. 

IT Mushroom 

HP 

100 

190 

A deliciously appetizing mushroom. 

\ Com Soup 

h'P 

SO 

ISO 

A creamy soup with croutons. 

Beef Curry 

HP 

500 

1330 

Mouth-wateringly de icious. 

Ntoodles 

HP 

300 

300 

Noodles floating in a broth made from 
pork bones, 

Cream Soda 

HP 

100 

400 

Topped wth a cherry. 

O Cream Pwff 

HP 

so 

120 

Soft, fluffy;, and sweet 

Q Milk 

HP 

i 60 

148 

-* 

low-fal milk, fbr your bones. 

■S3 Coffee 

HP 

L00 

230 

Decaffeinated coffee. 

■IPS Tea 

HP 

SO 


Sip slowly and relax. 

Pudding 

HP 100 

150 

It wiggles and jiggles. 

^ Strawberry 

! HP 

I LSO 

530 

A plump, sweet strawberry. 














































Stmts 


J 

Name t 

Effect \ Heal 4 

«ni 

Description 1 

Melon 

HP 

300 

1500 

A melon of the finest qua it/. 

M Grapes 

HP 

to 

3S0 

Bursting with flavorful juice. 

© Hambu-tjer 

HP 

30 

100 

A food made offred, minced meat,, 
sandwiched in pieces of bread. 

Fried Chicken 

HP 

129 

400 

Crisply fried chicken thigh. 

Hot Dog 

HP 

60 

100 

The king of junkfood. 

lIj Pumpkin Pie 

HP 

60 

100 

Sweet and delicious. 

Pancake 

HP 

70 

100 

It's nothing without maple syrup. 

O' Pcnoshki 

HP 

50 

100 

Russiamstyle fried meat dumpling. 

(5 Tinned Spinach 

HP 

40 

100 

May give the illusion of buiking-up 
muscle mass. 

c l!=£' Foie Gras 

HP 

1000 

3000 

One of the world's three great delicacies. 

Dock liver passe. 

'-^L- Caviar 

HP 

1000 

3000 

One of the world's three greatldelicacies. 
Sturgeon eggs. 

Truffle 

HP 

1000 

3000 

One of the world's three great delicacies. 

Hare bkek mushroom. 

O Paella 

HP 

120 

000 

A ventable cornucopia of seafood. 

Spaghetti 

HP 

m 

9SQ 

Served al dente. 

X Ice Deem 

HP 

so 

100 

A thick vanilla ice cream loaded with 
egg yolks. 

C® 1 Salmon Meuncere 

HP 

120 

1000 

A seafood dish seasoned with 
curry powder. 

i-'i Ecileo SSaitisn 

HP 

120 

400 

Has a firm, jelly-like texture. 

^ Amanita 

DAMAGE 

100 

1 

Atom mushroom that induces 
hallucinations. 

^£i£l Rccten Meat 

DAMAGE 

200 

1 

A slab of rotting beef. 

U Spoiled Milk 

DAMAGE 

400 

1 

Its expiration date is from three years ago. 

Rusty Food Tin 

DAMAGE 

600 

1 

Are you brave enough to open it? 
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<=> Knife 

7 

G 

0 

0 

Q 

0 


20 Q 

A cheep pocket knfe, It Cuts 
poorly. 

^ Combat Knife 

11 

0 

0 

0 

0 

c 


48QD 

A military-issue combat knife. 

,z “^ Baselard 

15 

G 

0 

0 

0 

0 


■2800 

A short sward with an I-shaped 
shaft. 

^ Cl tall 

19 

C 

0 

0 

0 

G 


26000 

A short sword of East Indian 
origin. 

Cincuedia 

25 

G 

0 

0 

0 

G 


32500 

A bejmeled short sword 
featuring elaborate 
ornamentation. 

Rapier 

16 

G 

0 

0 

0 

G 


480 

A thrusting sword with a 
tapered blade. 

— -> Reunrt 

20 

G 

0 

0 

0 

G 


2SSG ( 

A small sword. 

J= $ f ' Main Gauche 

24 

3 

0 

0 

D 

0 


5280 

A sword designed tor superior 
defense. 

Small Sword 

2S 

i} 

0 

0 

0 

C 


ssoo 

A leghtand easy^bo-handle 
sword. 

^ Estoc 

32 

G 

0 

0 

D 

Q 


12800 

A &wc*d made for stabbing, 

■--> Whip Sword 

36 

0 

0 

0 

0 

G 


2^00 

A sword with a whlp-Jike blade. 

Garian Sword 

HO 

C 

0 

0 

0 

G 


24000 

A flexible,, articulated sward 
made for executions. 

,= ^ Kris- Naqa 

45 

G 

0 

0 

0 

G 


32000 

A beautifully decorated sword 
made of damask. 

^Nsbute 

52 

C 

0 

0 

0 

G 


40000 

A holy chair with a wilt of its 
own. 

A 

li Short Sword 

15 

G 

0 

0 

0 

C 


600 

A sword with a stubby blade. 

f Qitiass 

20 

C 

0 

0 

Q 

0 


SSPO 

A sword used by cavalry riders. 

.k. 

If Lone? Sword 

26 

0 

0 

0 

0 

G 


11800 

A common type of sword. 

IJ Fracarath 

32 

a 

0 

0 

0 

G 


1-5000 

1 A demonic sword in the shape 

I of a cross. 

f 

11 Hruntlno 

38 

0 

0 

0 

0 

0 

■ii 

240QO 

A frightening sword theft 
contains venom in its blade. 

T Mystletain 

2S 

C 

0 

0 

0 

0 


25:00 

A sword hewn from the wood 
of a diuirie tree. 

n 

IJ Joyeuse- 

43 

0 

0 1 0 

0 

: s 


50000 

An extravagantly beautiful 
sword. Quite valuable. 

5 Mil on's Sword 

1 

G 

0 

0 

0 

G 

£ 

30000 

A SWOrd that may petrify the 
target. 
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J Ice Brand 

43 

o 

0 

G 

5 

0 


noQO 

A demonic sword that freezes 
ali that it fcouehes. 

i" Laevatam 

25 

0 

0 

0 

5 

0 

K> 

320 00 

An intensely hot sword that 
scc-dies everything it'ouches. 

if Burtgang 

55 

s 

G 

10 

0 

0 


4E000 

A sword blessed by divinity. It 
is designed for defense first. 

liJ Kala-dbalg 

55 

0 

C 

0 

a 

0 


520 00 

A demonic sword tempered 
by fairies. 

«5z 

Valmanway 

36 

c 

0 

0 

0 

0 


BB000 

A sword whose name means 
'■'Blessed Wind." 

M 

zf Claymore 

26 

0 

C 

0 

0 

0 


120D 

A heavy, two-handed sword. 

M 

<-f Falchion 

39 

0 

0 

0 

0 

0 


3000 

A sword with a wide, crescent 
bfade used by Normans. 

Great Sword 

50 

G 

C 

0 

0 

0 


120 00 

A massive sword that is made 
to srnasn through its targets. ] 

Durandal 

51 

G 

C 

0 

0 

0 


19000 

A sward of giants that was “ j 

tempered by fairies. 1 

'^T Dainslef 

72 

0 

6 

6 

6 

0 


50000 

A demonic sword of finality. 

Astalon 

03 

0 

0 

0 

0 

G 


42000 

A dragon-slaying sword. 

M 

& Ba mu ng 

94 

r 

' ] 

0 

0 

0 


53000 

1 A demonic dragon-slaying 
[sword, > 

&S Final Sword 

no 

0 

c 

0 

0 

0 


720 00 

[ A sword taken from a Final HA 

Guard. phj 

rtf 

lO ClainrihSotais 

no 

0 

0 

0 

0 

0 


100CC 

1 An indefatigable sword, Its \ 

hade glitters with light. 

/ e 
& Spear 

24 j 

0 

0 

0 

0 

0 


100? 

A standard spear. 

y 

ir Partizan 

32 

0 

0 

0 

0 

0 


6400 

[ A long pole tipped witn a broad 

[ Wade. 

Halberd 

40 

0 

0 

0 

0 

0 


1M00 

[ A long pole fitted with a wide " ~ 

bfade. 

y Lance 

49 

Q 

0 

0 

! D 

0 


16000 

A spear used by knights. J ‘- 

y Trident 

55 

G 

G 

0 

0 

0 


22000 

A three-pronged spear. 

4 ^ Briorac 

63 

G 

G 

0 

0 

0 


52000 

A demonic five pronged speou 

Geiborq 

50 

C 

0 

0 

0 

0 


49200 

A spear tempered by witches. 

J £# Longinus 

52 

0 

0 

0 

0 

o 


I 55000 

| A spear of divinity. ■ 
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Gungner 


Description 


A divine thunderbolt that 
pierces everything it tonnes 


A large club. 


Mace 


A dub with a star-shaped 
head. A brutal weapon, 


WKra 


Mregenstern 


2-&QOO 


A hammer of a thunder-god. 


\ ■ MjoHnjr 


A sturay axe with a single 
edged head. 


Axe 


A combat axe with a double 
edged head. 


Battle Axe 


A very haavy combat axe 


A huge battle axe. It is 
exceptionally heavy, 


Great Axe 


An axe crafted from gold. Ets 
performance is outstanding. 


Gc den Axe 


A scythe used oy Death to 
gather souls.. 


A sword with a duk rutting 


Skint Sword 


A traditional sword used by 
samuras. 


Kata na 


A sword named after the 
legendary swondsmith,. 
Kd-qasonci KoluCst. 


Kotetsu 


A famed Japanese samurai 
sword. 


'•■lasarnyne 


A Japanese sword with ihe 
full name of Bizen Osafune 
hfagamitsth 


Ommaru Kumteuna, a sword 
said to have slain On' demons 


Kunrsuna 


Doujikiri Yasutsuna, a sword 
said to have cut off a demon's 
arm. 


rasutsuna 


A sword with a macabre 
rep-taiion. 


Mu rams53 


Metal knuckles to be worn on 
fists. 


kJ' Brass Knuckles 


Hard knuckle guards worn by 
ancient boxers. 


“— . - — 

Equip to throw whip-like 

punches, 


17000 


Ip Knucule 
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N^Mach Punch 

30 

0 

0 

0 

U 

0 


21QGG 

Enables punches to he thrown 
at the speed of sound. 

^ Kaiser Knuckle 

is 

0 

i} 

0 

0 

0 

ih 

33000 

Imbues knuckles with drvine 
ngge. 

Handgun 

15 

0 

0 

G 

0 

0 


1200 0 

Fires 9mm rounds. 

Sjlv&f Gun 

30 

D 

0 

D 

D 

0 


scooo 

Shoots silver bullets that have 
been ritually blessed. 

* Boomerang 

U 

0 

0 

0 

D 

c 


1500 

A throwing weapon wish a 
curved blade, 

- Chakra m 

12 

C 

G 

G 

0 

c 


3000 

A throwing weapon with a 
sharp, circular blade. 

Tomahawk 

20 

P 

0 

C 

U 

c 


70DG 

A battte axe designed far 
throwing. 

IT" Throwing Sickle 

30 

D 

0 

G 

0 

0 


9DD0 

A small throwing sickle used 
by ninjas. 

RPG 

IDO 

Q 

0 

G 

0 

1 0 


Q 

Rocket-propelled grenade. 

i^ Terror Bear 

1 

0 

P 

0 

D 

0 


0 

An insidious stuffed toy Filed 
with iron sand. 

i Nunchakus 

L 

P 

c 

0 

1 0 

£ 

1 5 

Only a true master can wield a 1 

weapon this deadly. 


CTNHi 

n 

DEr! 

K 

n 

w 

SB 

M 

99^ 
Prep 1 

1 Price ■ 

r—-1 

description 

Casual Clothes 

0 

3 

p 

D 

0 

0 

— 

200 

Clothes worn regularly. 

U? Cloth Tunic 

0 

4 

Q 

D 

0 

G 

— 

300 

A simple garment made of 
doth. 

££ Gym Qothes 

0 

7 

0 

l 

0 

c 

-- 

10GQ 

An athletic trainin g s,u t 

G^ Kung Fu Suit 

o 

9 

1 

G 

D 

• C 

— 

2000 

Looks tike it can make you 
stronger. 

Biker Jacket 

: 0 

13 

2 

a 

0 

: G 

— 

i 2400 

A leather jacket worn by 
motorcyclists. 

War Fatigues 

Q 1 

15 

3 

G 

0 

0 

— 

3200 

Sturdy clothes made for 
military use. 

Nlnfa Suit 

~gj 

17 

2 

2 

P 

0 

— 

5000 

A ninja's combat garment. 

7s 


P 

P 

7 

7 

7 

— 

7770 

Clothes that summon luck. 
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Description 


Hi? Ju&tau corps 

0 

15 

l 

0 

1 

Ll 

— 

1263C 

A insurious suit with fine 
detailing throughout. 

Army Jacket 

0 

24 

0 

0 

0 

Q 


15CDC 

A jacket woven with a special 
fabric that resists cuts. 

^'8 Pitch Black Suit 

0 

25 

0 

0 

2 

j o 

— 

156DC 

A cult that is the color of inky 
darkness. 

Girux's Suit 

0 

30 

2 

2 

2 

0 

— 

24CDC 

A suit favored by Count Olrcw. 

C5 Dracula's Tunic 

0 

44 

6 

6 

6 

6 

— 

39CQC 

A tunic imbued with Draculas 
dark power. 

Leather Arm nr 

0 

£ 

0 

0 

0 

0 

“ 

SCO 

A suit off armor crafted out of 
leather. 

Breastplate 

0 

12 

0 

0 

0 

0 

— 

1080 

A breastplate fashioned 
from iron. 

^ Ring Mall 

0 

16 

0 

0 

0 

0 

— 

2800 

A mail suit with metal rings 
s*wn on. 

3 Scale Ma 1 

0 

20 

0 

0 

0 

Q 

— 

4200 

A mail suit with acale-llke 
plates sewn on. 

S3 Chain Mail 

0 

25 

0 

0 

0 

G 

— 

S0Q0 

A suit made of woven chains. 

Hauberk 

0 

21 

0 

0 

0 

0 

— 

&SQ0 

Chain moil made: for easy 
movement, 


0 

20 

0 

0 

0 

G 

— 

140DG 

A tofto armor with a 
rounded profile. 

Stocking Mail 

0 

25 

0 

0 

0 

0 

— 

26C-3G 

A mail surt that occasionally 
blacks attacks, 

Eversing 

0 

46 

0 

0 

0 

G 

— 

30CDC 

An armw tempered toy 
a waterfall over many 
millenniums. 

Demon's Mail 

0 

56 

0 

0 

0 

G 


mm 

A mail suit that is imbued with 
demonic power. 

£> Silk Robe 

0 

4 

& 

0 

2 

0 

— 

000 

A robe made of woven silk. 

L/ Mage Rohe 

0 

10 

0 

0 

S 

0 

— 

2300 

A robe warn by mages. 

Elfin Rohe 

0 

16 

0 

0 

a 

G 

— 

SOQO ■ 

A robe woven by elves, 

i 1 ’ l 'i'. 

Wyrm Rohe 

0 

22 

0 

0 

0 

0 

I 

15000 

A fi' r e-ns5istant robe mace from 
the hide of a Wynn, 
































































Aquarius 

; 0 

23 

C 

Q 

0 

0 


15CDC 

A water-resistant robe that is 
imbued with elemental power. 

G3 Serenity Robe 

: 0 

34 

0 

0 

10 

0 

— 

23CDQ 

A blessed robe that calms 
the spirit. 

^ Death's Robe 

0 

42 

4 

4 

13 

4 

— 

43CDG 

A robs on« worn by Death, 

Cape 

0 

2 

G 

0 

0 

0 

— 

200 

A plain Cape, 

( -<J Traveler Cape 

0 

3 

G 

G 

0 

G 

— 

SCO 

A sturdy cape popular 
among travelers. 

£^0 Crimson Cloak 

. 0 

4 

0 

0 

0 

G 

— 

1200 

A cloak in a vivid crimson color. 

Black Cloak 

0 

5 

G 

0 

0 

0 

— 

2980 

A cloak the color of 
irvky darkness, 

^0 Pendant 

0 

0 

0 

G 

0 

1 

— 

60 

A plain pendant. 

Heart Pendant 

0 

1 

0 

0 

0 

2 

— 

250 

A heart-shaped pendant. 

Makes it more likely for 
enemies to drop hearts, and 
the hearts dropped in random 
encounters are larger. 

Skull Necklace 

0 

5 

0 

0 

2 

-1 

— 

565 

A macabre necklace. 

& 

Flame Necklace 

j G 

2 

C 

0 

5 

0 

— 

SCO 

A necklace that symbolizes fire. 

Rosary 

0 

3 

G 

0 

10 

0 

— 

10 GOO 

Beads with a cross made 
of sitver. 

Scarf 

! 0 

1 

0 

2 

0 

0 

— 

370 

A scarf made of knitted wool. 

Red 5ca rf 

: 0 

1 

0 

5 

0 

G 

“ 

1150 

A red scarf that has an air 
cf melancholy. 

O 1 Neck Warmer 

10 

3 

0 

10 

0 

0 

— 

SSGCi 

A cold-beating garment made 
of a new synthetic material. 


Power Belt 

0 

3 

1 

0 

0 

G 

— 

2500 

A belt that provides support 
to muscles. 

Black Belt 

! 0 

2 

5 

0 

0 

0 

— 

5500 ■ 

A black belt worn by 
skilled fighters, 

3 

^ Megmgiord 

0 

5 

10 

0 

0 

0 

— 

10090 

A belt worn by a. deity of war. 

Jt amplifies power: 

@ 

Hcop Earing 

1 0 

1 

C 

0 

1 

G 

— 

1000 

An earrmg in the shape of 
a hoop. 
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.ta&ji 

f* 

‘DEf f £TR 

'CONfllVTHad 

Prop t 

Price ■ 

P*-' 1 

Description 

^4 Turquoise Stud 

0 

2 

0 

0 

1 

0 

— 

2000 

A &tud earring embedded with 
a blue-green gem. 

Q Silver Stud 

0 

3 

0 

0 

1 

0 

— 

4000 

A stud earring mads of salver. 

O Gc£d Stud 

0 

4 

0 

0 

i 

G 

— 

6000 

A stud earring made of gold. 

Bloody Stud 

0 

5 

0 

0 

2 

Q 

— 

3000 

A deep-red scud earring made 
□# ruby. 

“4 Platinum Stud 

0 

6 

0 

0 

1 

G 

— 

iOGOG 

An expensive stud earring 
made of platinum. 

■C> Tear Of Bleed 

0 

a 

1 

1 

1 

C 

— 

300 0C 

A rad jewel the color of blood. 

# Lucky Charm 

0 

0 

0 

0 

□ 

1 

— 

100 

A gocd-lutk charm for 
prosperity. 

IMina's Talisman 

o 

G 

0 

0 

0 

Q 

— 

0 

A talisman from Hakuba 

Shrine. Said to suppress dark 
soub, Equip it at a certain 
event to see the frue ending. 

® Satan's Ring 

0 

6 

3 

3 

3 

0 

— 

6S666 

A ring once worn by the dark 
lord. 

4& 

^ Rare Ring 

0 

G 

0 

0 

0 

i 

— 

50CDC 

A ring that raises the 
appearance of rare items. 

If you start from the Ara of 
$ortuw cartridge you will have 
it from the beginning. 

^ Saul Eater Ring 

0 

0 

0 

0 

0 

5 

— 

3Q0D0S 

A l ing that increases the 
appearance of souis. The Soul 
Drop Rete doubles. 

^ Rune Ring 

0 

1 

0 

0 

0 

0 

— 

S0G0C 

A nng that boosts the speed of 
MR restoration,. 

® L 

••• Shaman Ring 

0 

1 

0 

0 

0 

0 

— 

S0CDC 

Sair more experience points. 

® Go5d Ring 

0 

1 

& 

0 

0 

0 

— 

500 GO 

A ring that makes monsters 
and torches drop more rroney. 

IQA Chaos Ring 

0 

1 

i 

1 

1 

& 

— 

0 

A ring thas ceaselessly draws 
dark power From chaos. Soma's 
MR regenerates very quickly. 



























































Special Strms 


1 

Jam 


raasew 

Effect ■ 

*SBK*j 

' Price f Descriptbr^^™"^™" 1 

''S CASTLE MAP 0 

NONE 

0 

1 

100 

One portion of the castle's flow plan is 
written on it. 

^ CASTLE MAP 1 

NONE 

0 

100 

One portion of the castle's floor plan is 
written on it. 

V-i CASTLE MAP 2 

NONE 

g 

LOO 

One portion of the castle's floor plan is 
written on it. 


«i 

UMA News 1-1 

NONE 

0 

LOG 

Exclusive Stoop! Abominable Snowiran 
Discovered^ 


pi 

DMA News 1-2 

NONE 

Cl 

LOG 

Snowman Irving on the mountains? Spotted 
near the mountain village? 


hT 

UMA News 1-3 

NONE 

a 

100 

According to witnesses, the beast 
appeared to be searching for food. 


FT 

UMA News 2-1 

NONE 

0 

100 

Terror Alert,] His Name is Mothman! 



UMA News 2~2 

NONE 

0 

100 

There have been numerous sightings c? 
the creature high in the sky. 


' . 1 

UMA News 2-3 

NONE 

D 

LOG 

The latest reports indicate it is drawn to 
intense light. 


■i 

UMA News 2—4 

NONE 

c 

100 

The light apparently came from 
thunderbolts' 


“i 

UMA News 3-1 

NONE 

0 

LOG 

Up in the Sky! Is it a Man ? 


iF 

UMA News 3-2 

NONE 

& 

100 

Let us call thi-s airborne being the Flying 
Humanoid. 


--i 

UMA News 3-3 

NONE 

0 

100 

Could we ever achieve contact with this 
aerial being? 


UMA News 4 

NONE 

a 

100 

With great regret we announce that this is 
our final issue. 

±j^ Tower Key 

NONE 

D 

0 

Ah oddly shaped key, Needed to open the 
door to the tower 

1 ii MagrcSeal l 

NONE 

0 

0 

A Magic Seal drawn to- seal the flow of 
dark energy. 

Magic Seal 2 

NONE 

a 

0 

A Magic Seal drawn to seal the flow of 
dark energy. 

. Magic Seal 3 

• 

NONE 

a 

0 

A Magic Seal drawn to seal the flow of 
dark energy. 

: 

Magic Seal 4 

NONE 

& 

0 

A Magic Seal drawn to seal the flow of 
dark energy. 

| w Magic Seal 5 | 

NONE 

a 

0 

A Magic Seal drawn to sea! the flow oF 
dark energy. 












































































If you've ever wanted your chance to construct your own Castievania dun¬ 
geon, now's the time. In Enemy Set Mode, you can place monsters as you see 
fit throughout a gauntlet of five rooms. 

Once you've constructed this dungeon, you can 
V send Soma in to race a friend's Soma in via D£ 
Wireless Mode. Soma will be at Lv. 3S, with all the 
equipment and Monster Souls he's got in whichever 
save file you took him from. 

Prepare Soma for competition before you send him 
^,4 into Enemy Set Mode — time you spend fusing 
— 1 °-.- with bis inventory counts against you. Many of the 

nmtz*. same tactics that ensure victory in Boss Rush Mode 

work in head-to-head play for Enemy Set Mode 
■ .rth, ^ ! when it comes to Soma's equipment and Tactical 

t Soul load out. See pg, 20 & for details. 

^ The biq difference is with Tactical Souls. You can't 
* at any time change Soma's loadout, or you'll lose to 
the guy who came in better-prepared. For Guardian 
and Enchant Souls, the best choices are no-brain¬ 
ers: Draghignazzo and the Black Panther. For Bullet “p 1, ~ —^ 

Soul-5, it's a bit trickier. Abaddon is most likely to lit 
any situation, but you can also do well gambling on 
the Witch or even the Bomber Armor. 

Each room in the gauntlet can hold up to eight 
points' worth of monsters. This means that at most, 

you can put eight weak monsters in an area. You _ a „ MU WWi fc . m t ; 
can unlock monsters for Enemy Set Mode by acquir- j ^ j 

ing their Souls in the main game. Mote that not a 11 n LI : 

of the enemies in the game are available in Enemy | ' „ ■' L* 

Set Mode, and some monsters behave differently J 1 

k in Enemy Set Mode. Stolas, for instance, sum- 1 i„ i 

mons Valkyries instead of Erinyes. jfiju - - • ■— i^j^i ■ 


■ 4 mil IXT 

i... - 
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, 
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What you tan do instead is get tricky. 
There are any number of stunts you can 
pull to slow down your friends' progress 
through your dungeon, from the obvious 
to the clever. Let's discuss a few of them. 


Once you put a monster in a given loca¬ 
tion, it'll spawn there when you enter. Fly¬ 
ing enemies will go after Soma, obviously, 
but you can depend upon ground-based 
opponents to stay where you left them. 

Hie trick of Enemy Set Mode isn't really to 
construct a challenging dungeon, so much 
as one that's time-consuming. You can't 
get truly nasty, like throwing two Arc De¬ 
mons at Soma from opposite sides of the 
room, because you don't have the point 
values for it. 


* Mote that you're well within your rights to set up house rules for your 
dungeon. Even at Iv. 35, a Soma who's equipped with certain weapons 
or Souls is going to roll over most of the affordable enemies. We recom¬ 
mend banning the Chaos Ring, Death Scythe, Murasame, CEaimh Solais, 
or Gungnir from Enemy Set Mode, for a start. Banning Black Panther, 
Draghignazzo, and boss souls like Abaddon and Death can also help. 

* Another fun set of house rules you can use is mandating what equipment 
and Soul loadout each Soma can have In the dungeon. If everyone is 
forced to run through with no equipment and a Killer Fish, then getting 

blazing!y fast times will suddenly be a lot more impressive, 

* Try sticking a Slaughterer or Hell Boar in a small area, like directly In front 
of the exit door in Rooms 2 or 4. Both can be a real handful if you're 
forced to fight them in a small space. 

* Quetzalcoatis, Learn to love 'em. Planting one at the bottom of rooms 1 
or 4 can give your opponent a major headache. 

* As you've probably noticed in the main game, a Skeleton Ape's barrel is 
excellent for knocking Soma out of the air. Place one or two of them at 
the edge of any platform that you'd have to jump to reach, 


The Demon Guest House is proof that a Valkyrie is most effective when 
she has backup from the ground. Toss one or two Valkyries into play with 
a Golem or Treant, and the Valkyrie will have a field day while your friend 
tries to dodge both monsters at once. 
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* You've got the points for one Arc Demon 
or one Alastor. Either of them will give a Lv, 
35 Soma a very hard time. If you put them 
right at the start of the level, you've got a 
solid shot at inconveniencing Soma so badly 
that hell have to play defensively for the 
rest of the dungeon. 

* Lilith and Succubuscan become enormous 
time-wasters in Enemy Set Mode, because 
of the way they backdasb from attacks. 

Load up both of the routes through room 
five with them, Put Succubi In front of the 
Liliths if you want to curse Soma and drain 
his MR 


Enemy 


Enemy 


Enemy 


Enemy 


Cfliva 

if 

Mini Devil 1 

Merman 

1 

QueUakeall 

2 

Fish Head 

Z, 

Valkyrie- 

Z | 

UkcbacK 

2 

Great Armor 

5 

Frazer* Shade 

2 

Rersepfione 

1 

Dfce Armor 

2 | 

Ekier 

1 

Dead Mate 

2 

Ccvi ; 

■ ■ 

Great Axe Armor 

5 

Needles 

1 

Enriys 

3 ] 

White Dragon 

A 

StiCCrlUJ* 

ill 

Harpy 

2 

Ripper 

3| 

Barbarism 

2 

Flame Demon 

6 

Medusa Head 

1 1 

SI ogre 

2 

Gone Ark 

2 

Malaeoda 

A 

Gorgon 

€ 

Guardian Soul:, 

Alrro Unit 

5 

Bat 

i 

Mushussu 

6 

Ghost 

l 

We te wo If 

IS 

Skull Archer 


Gaibon 

2 

Spin Devil 

U 

Aiasfoi 

7 

Armor Kn-qr 

Hi 

Frlchont Souc 

ManticorE 

5 

On tje Table 

1 

CaZoplebas 

5 

Pbsping Eye 

2 

Co; pieweed 

1 

Golem 

5 


iiullet Struts. 

ZornUc 

1 

Skeleton 

'.1 

Axe Armw 

1 

Warg 

2 

Student Wrtch 

2 

Sfaughterer 

: |1 

Bomber Armor 

l 

Skme 

1 

Une 

1 

Ryoida 

tm 

Mondrab^zra 

■l 

Yorick 

i 

Amalaric Sniper 

2 

Walter Skeleton 

1 

Witch 

M 

<iller Clmwi 

2 

Fleamer 

l 

Guii otmer 

2 

Hell Ewi 

||3 

Imp 

2 

Malachi 

5 

Give Troll 

119 


Skeleton Ape 

l 

Skeleton 'i-irit-i 

3 

Tiie Creature 

2 

Ghoul 

■ 

Tombstotie 

1 

Ghost planter 

•2$| 

Treont 

6 

Killer Doll 

1 

birth 

1 

Skelei a rg 

1 

Drdghipnazzrj 

2 

Bone Pillar 

Hi 

'Ata^vak Tree 

a 

Heart Eater 

2 

Mi-: c 

1 

Dead Pirate 

2 j 

Bugbear 

2 

Dead Crusader 

3H 

Tinjelly 

5 

Arc DefnOr* 

7 

Stellas 

7 


T-; 




[=Z» 

1 


rn 

j 

1 










This'll be familiar to those of you who beat Aria of Sorrow, With limited 
items but powerful equipment, you must pummel the life out of Dawn of 
Sorrow's bosses. Depending on how fast you can reach the end of the 
gauntlet and take down Death, you r l! unlock special new equipment for 
use in the main game. 


To unlock Boss Rush Mode, defeat Menace in the Abyss, thus getting the 
best ending. Boss Rush Mode will henceforth be selectable in the game's 
main menu. 


The Deal 


If you're playing as Julius, you're.,, pretty much the same as you were, 
really. Without items, equipment, or bizarre soul combinations to falJ back 
on, you'll need to rely on your reflexes, skill, and a hit of luck. 

It s important to note that Dawn of Somoii/S Boss Rush Mode is harder 


At the start of Boss Rush Mode, you'll be invited to pick one of your 
saved games from the list. The main character of that game — whether 
it's Soma or Julius — is dropped off at the entrance to a twelve-room 
gauntlet of boss encounters. 

Regardless of tire character's current level in the saved game you chose, 
you'll he at level 50, 


You can't just power level your way through Boss Rush Mode. Strategy 
is required. 

If you're playing as Soma, you'll be equipped with all of the weapons, 
accessories, armor, and Souls you had in the main game, but your item 
supply is limited to a Super Potion, a Rusty Food Tin, and a 
Mana Prism, 


than Aria's was. In Aria, all you needed was the Red Minotaur Bullet Soul 
and the Chaos Ring, and you were good to go. It's not as easy this 
time around. 


The Prizes 


When you enter the treasure room past Death's lair, your final time will be 
added up and an item will be awarded based upon it. 


More than %0 minutes; Potion ^ 

We're out of stuffed animals. Will a Potion do? 


You'll also get a Potion if you earn a prize you already have. For example 
if your time's 6=OH and you already have Death's Robe, you'll get a 
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Potion instead, 
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8 minutes: Terror Bear 


To the casual observer, this is a weak Hammer. 
A horrible, horrible stuffed teddy bear,, and a 
Hammer. 


However, the Terror Bear compensates for Sts low 
ATX by hitting multiple times. An enemy you smack 
with the Bear will usually take at least five hits... plus you're beating him 
up with a stuffed toy. That's a major hit to the of' ego. 


1 minutes: Nunchaku " <■ 

Think of this as a full-auto meiee weapon, You can 
swing the Nunchaku even while Soma's moving, 
and he'll keep swinging it as long as you keep 
hammering the Y button. Anything within its 
area of effect will get pommeled constantly, hut 
unfortunately, Ihe Nunchaku has a very short range. 



6 minutes: Death's Robe 

Tn every way but DEF, this is the best armor in the 
game. It offers powerful boosts to all your stats 
except LCK, and is arguably the attire for today's 
magic-using hero-types. 

g m • ' 

5 minutes or less: RPG 

The ultimate firearm, the RPG can do a lot of 
damage. On the negative side, it fires a slow-moving 
rocket in a straight line, so faster and/or smaller 
enemies will be out of the way practically before you 
fire. Further, the weapon has no magical strike. 

The Shopping List 




Before you can hope to get the best times in Boss Rush Mode, you'll need 
to get the right equipment and Souls for the job. 

Muramasa Katana ^ 


There are more dangerous weapons in the game, but the Mura mass's 
the fastest. You can occasionally get some use out of the Death Scythe, 
particularly against Gergoth, but the Muramasa's rapid-fire high-damage 
magical strike is much better when you're racing the clock. You also 
|k don't need to use up any boss souls to make it. 


*4 

Chaos Ring 

This allows you to use many of 
your best Souls with reckless 
abandon, since your HP will 
regenerate almost as fast as you 
use it. 
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Demon's Mail 
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Other armors may offer a few 
stat buffs, but for sheer defensive 

power, the Demon's Hail is as good as it gets. Since you Ye going to be 
taking quite a few hits, you need the DEF. 



Bomber Armor 

YouII want to max this out before you start, so your bombs explode upon 
touching the ground. This is handy against big beefy high-HP monsters like 
Gergoth. 


Abaddon 


The Bomber Armor's excellent against ground-based opponents, but 
Abaddon will eat a flying boss for breakfast. Just fire in its. general direction 
and watch the hits accumulate, 


Black Panther 

This'll let you get from room to room as fast as possible. It also comes in 
handy against some of the bosses, oddly enough. 

Medusa Head 

As in the main game, you'll want this to dodge Death's giant skulls. 
Dragighnazzo 

With this equipped, it takes something really special, like Death's scythe, 
to make Soma react to a hit, and we don't have time for namby-pamby 
"hit animations." You're going to be a man and suck that damage down, 
soidierl HP are just a crutch for people, who can't handle the game! 

Ghoul 

You'll want this handy so you can enjoy the healing benefits of the Rusty 
Food Tin in Soma's inventory. (PS: ...yuck.) 

Procel 


This'll come in handy while Soma's fighting the Skuia. 






Eye of the Tiger 

A lot of Boss Rush Mode comes down to attitude. You've got to play this 
with a completely different outlook than you usually have. You don't have 
time to dodge attacks, wait for an opening, or play it safe. You've just got 
to run up to that horrible hellbeast and punch it in the junk. 

With that in mind, abandon all pretense of defense and go on the 
offensive. You'll want to avoid some of the more potent attacks,, of course, 
such as Ag uni's entire offensive arsenal and most of what Death can do, 
but the Flying Armor? Dmitrii's Malachi blasts? Insignificant, and besides, 
that didn't really hurt, right? Just wade in there and nail the sucker. 

The Gauntlet 


Note that all the bosses in Boss Rush Mode except for Dmitrii and Dario 
wilt drop a healing sphere upon their defeat, just as bosses do in the main 
game. However, you'll have to wait for the boss in question to finish its 
death animation, for the sphere to materialize, and finally, for the sphere to 
take effect, 


The entire process, from start to finish, can take ten to fifteen seconds. 
Unless you're in dire need of the HP or MR, you're better off racing for the 
exit door. 


First Boss: Flying Armor 
As Soma 

This is a gimme. A few shots from 
the Muramasa should have the 
Flying Armor dismantled in seconds. 

As Julius 

Give the Flying Armor a dose of 
Yoko's Holy Lightning, then beat 
it with her staff for the win. It 
shouldn't take more than a couple 
of staff hits. 



Second Boss: Balore 
As Soma 

Run up to Balore. Hit it in the face. Repeat. 

His punches can't do much damage to you at this stage, hut dodge 
them anyway. Getting knocked around the room can cost you a few 
seconds. If Balore goes for his eyebeam, switch to an Axe or Great 




Third Boss: Dimitri 


As Soma 

With the Demon's Mail equipped, 
Dimitri's rolling balls of darkness should 
barely register, if they do damage at 
all. Dash straight towards him with the 
BJack Panther Soul and carve him up 
with the Muramasa's magical strike. If 
he runs, keep dashing after him. 

As Julius 


Sword and get in a few free hits while he's 
blasting away. 

As Julius 

Switch to Yoko and give Galore a few 
nosefuls of Holy Lightning, 



Get Dimitri to mimic Julius's Holy Water. The advantage to the Holy Water is 
that it's really easy to dodge and counterattack. 



Fourth Boss; Puppet Master 

As Soma 

Use a series of short hops to keep smacking 
the Puppet Master in the chin, and fire off 
Abaddon once in a white to destroy the 
dolls as fast as they come out. You'll want 
to destroy the Puppet Master's puppets 
whenever they come out, but once you've 
done that, go straight back to maufing the 
Master itself. 


As Julius 


Use Julius's Axes to destroy the falling dolls, as well as damage the Puppet 
Master. When it tries to create one of its puppets, destroy the puppet as fast 
as you can with jumping swings from Julius's whip. The advantage to using the 
whip is that you'll crack the Master in the face with the backswing. 







Fifth Boss: Dario --- 

*M . i 

As Soma I 1 * ^ _ • *. 

Funny story: Dario gets knocked {UmJt* 

Hying and stunned briefly if fie takes 

more than 200 damage in a single 

combo. At this level of power, you 

can do that much by sneezing. 

Rush Dario down with the Black 

Panther Soul, men pummel him ^ , T , 

with the Mura same's magical strike, - 

Whenever he goes flying backward, 

dash after him and keep stashing, It should only take a few seconds to 
drop him. 


As Julius 


Switch to Yoke and hit Dario with a Blue Splash. You'll find that a hit 
from the Splash does about 260 damage, which is more than enough to 
stun Dario. Five shots will settle his hash, and he'll never get the chance 
to fight back. 

- > * -.—.i - Sixth Boss: Rabab 

As Soma 

j 

Mow that you can go underwater, 
its easy to chase. Rahab 
wherever It goes. Jump after it, 

* n ignoring any incidental damage 

you might take from running 
into it, and keep slashing at it. 

If it gets dose enough to the 

.~ ^ " t floor, drop a bomb on its head. 

Fortunately, its HP is tow enough 

that you can dispose of it fairly quickly, but you'll need to abandon all 
thought of personal safety. 

As Julius 

Switch to Yoko. Drop into the corner underneath your exit door. Throw 
out a few volleys of Holy Lightning, Enjoy the down-home smell of 
electrocuted fish. Exit. 
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Seventh Boss; Gergoth 

As Soma 

There's nothing clever about this. Dodge 
Gergoth'5 attacks wherever you can, but 
the rest of the time, use the Muramasa's 
magical strike and the Bomber Armor to 
bring the pair. For extra damage and a 
bit of healing, try bringing Persephone out 
during this fight; it'll speed things up. 


As Julius 


Again, this is a job for Yoko, Use up your MP on Holy Lightning whenever 
you've got the shot, and crouch underneath Gergoth's body splashes. At Yoko's 
current rate of regeneration, you can heal up from one of Gergoth's hits with 
eight swings of her stick, Gergoth gives you enough of an opening between its 
attacks for you to land that, and more. 

If it uses its deeply disturbing gas attack, toss out another volley of Holy 
Lightning to drive it away from you. Should Gergoth opt to use its giant beam, 
your only option is, again, to run 'through" its legs and pummel its backside 
while it's blasting away at nothing. 


Eighth Boss: Zephyr 
As Soma 

Depending on how you're doing for time, 
you can open this fight with a bang. The 
Zephyr won't do anything until you hit 
it, so you can charge up the Skull Archer 
Soul for ten seconds and let fly, You'll do 
about 900 points of damage. 

If you don't have the time or patience 
for that, carve the Zephyr up with the 
Muramasa, When it's on the ground, 
drop bombs to inflict heavy damage and speed up its demise. It won't take 
much, but a lot of this fight depends on the Zephyr's routine. If it stops time or 
takes to the ceiling too often, it might run down your clock. 

As Julius 

Alucard works best in this match. The Zephyr has a bad habit of leaving itself 
open after it misses an attack, so stay close to it and watch for an 
opening. If you have the chance, toss out a volley of fireballs to add 
to the damage, but you'll inflict most of the pain with plain old sword 
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strikes. Don't forget to use the sword combo we mentioned in Chapter 
One; as you're failing, hit once, then attack again just as you touch the 
ground. 





Ninth Boss; Bat Com pany 

As Soma 


This is a!! about Abaddon. 
Whenever the Bat Company 
comes after you, stay out 
of its way with double- and 
superjumps, then pointblank it 
with a cioud of locusts. It's not 
subtle, but it's the fastest way to 
get this done, 


Keep frying the Bat Company with Aiutard's fireballs. ThisII do about 
378 points of damage if all three fireballs connect. You can also use 
Alucard's superjump to stay clear of the Bat Company's hand and hat 
forms. 


Yoko's Blue Splash to nail the Paranoia while it's out and about, If 
you cast the spell while the Paranoia's directly above Yoko, the icide 
will iiit twice for serious damage, There's no way you can prevent it 
from shooting off its lasers, though. 

The lasers aren't the problem. It's the time it takes to dodge them. 


As Julius 


Tenth Boss: Paranoia 


As Soma 


This can be a huge time-sink, 
and it's almost impossible to drop 
Paranoia before it can get hack 
into the mirror. Use Abaddon and 
a series of quick hops to rack up 
the damage, then dodge the laser 
array and repeat. You should be 
able to kill the Paranoia shortly 
after it reemerges from the mirror. 

If it manages to stay alive long 
enough for a second round of lasers, just start over. 


As Julius 






Eleventh Boss! Aguhi 


As Soma 

Abaddon and Black Panther are your 
friends here. The key is to evade Aguni's 
patterns quickly enough that you never 
let up on the damage. Use Black Panther 
when he tries to squish you with his 
hands, then immediately fire off Abaddon, 
Keep harassing him with locusts and come 
through quickly. Another approach is to 
use Death instead of Black Panther, so you can overwhelm Aguni with raw 
damage as quickly as possible. 


As Julius 


This is another job for Yoko r but you'll need to be bolder than you were with 
your in-game fight against Aguni. Remember that Yoko can still move around 
while in the first few frames of Blue Splash, which will let you keep dodging 
Aguni's attacks while still pelting him with damage. 


Twelfth Boss; Abaddon 


As Soma 


If you haven't used your Super Potion 
or Rusty Food Tin yet, youl! do so here. 
The key to beating Abaddon quickly is 
to simply ignore being hit by the locust 
swarms. Wade through them, protected 
by Dragighnazzo, and keep dropping 
bombs on, and swinging your sword at, 
Abaddon. 


As Julius 


This works much like your battle with Abaddon in the main game. Luck plays a 
fairly large role, as does practice and a knowledge of where the safe spots will 
be. There's no real way to do this quickly, so instead, opt to do it safely. 


Thirteenth Boss; Death 


As Soma 

You'll be doing most of your damage with Abaddon, Whenever Death 
is hovering in place, send out the bugs to whittle away at his HP. You 
can also dash away from Death's scythe rush, then duck the second bit 




get ir> a quick slash while he's recovering. It's honestly amazing how 
the Black Panther helps during this fight 


His second form's trickier. Ideally, Death will avoid throwing his scythe at 
instead,, he'll try for the giant skull attack, If he does, hover next to 
him with the Medusa Head, fling out the Abaddon locusts whenever they 
disappear, and keep swinging the Huramasa all the while. If Death tries 
the skulls twice in a row — and sometimes he does — you can kill 
a few seconds, 


Death drops, let his giant skulls — if any — vanish, then dash into 
final room for your reward. 


As Julius 


not much that separates this fight from your fight with Death 
Julius Mode. In Death's first form, use Yoke's Blue Splash to bring 
serious hurt to Death. You can heal up with her staff if you take a hit, 
but you should be focusing on complete avoidance rattier than relying 
on her regeneration. 


Death enters his second form, zap him with Holy Lightning or 
Blue Splash whenever you can, If he tries to send out his giant skuEEs, 
switch to Alucard, turn into a bat, and fly up next to Death, 
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If you get the bad ending for Dawn of Sorrow, you've just done something 
horrible, and the only people who can stop it are Julius, Yoko, and Arikado. 

After reclaiming the Vampire Killer, Julius returns to the castle that was once 
the headquarters of With Light, Its monsters have been resurrected, and its 
traps reset; Julius will have to explore the entire castle once again to reach 
its darkest depths. 

Fortunately, hell have allies, Yoko Belnades is trapped within the castle, 
waiting for Julius before she ventures forth. Elsewhere, Arikado has aban¬ 
doned his pretense, and reclaimed his old power and old name: Alucard. 

Together, the three of them can pursue Soma into the depths of the Abyss,., 
where they'll find something horrifying. 

The Basics 

You begin the game as Julius, outside the castle. Yoko is waiting for you 
in her shop, and Alucard is in the same room of the Demon Guest House 
where he gave Soma Hina's Talisman. 

In some ways, this is a stripped-down version of the game you played as 
Soma, There's no money, Hammer's not in his shop, and you don't have an 
inventory screen. The moves and weapons that you have at the start of the 
game are what you'll have for the duration, 

Julius, Yoko, and Alucard are immune to Poison, Curse, and Petrification sta¬ 
tuses, and wilt sink into bodies of water just as if they had the Rahab Soul, 
They'll be slowed down by mud or immersion in water. 

All three characters' special abilities and subweapons run off of MR, just like 
Soma's souis, You'lf regenerate HP gradually at a rate of roughly 1 MR a 
second.. To get it back faster, grab Hearts from candles, torches, vases, and 
the like. 


At the same time, each character has two to four sub weapons or abilities, 
which you can alternate between at will using the R button. Each 
sub weapon is used by pressing Up + Y, like a Bullet Soul, 


A 





Moveslist 

Hit X while you're on the ground and standing still to switch characters. 
You'll cycle from Julius to Yofco to Alucard and back again. 

As with Soma's Doppelgangef Soul, switching characters will instantly end 
the duration of any character-specific abilities that were active at the time. 
For example, if you hit X while Alucard's fireballs are in the air, they'll in¬ 
stantly vanish, 

Julius Belmont's Moves!ist 


Y/A: Swing the Vampire Killer This can be used to destroy crystal blocks, 
and has excellent range. It r s ATK slat is 60. 

Hold Y: Julius uses the 'limp whip” attack, as popularized by certain past 
Belmonts, While the whip's 
limp, you can use the D-pad 
to swing it in any direction. 

It does very little damage. 

Mote: If you hold the Y but¬ 
ton for a moment after you 
hit an opponent with the 
Vampire Killer, the whip wilt 
go limp as it retracts, hit¬ 
ting the opponent a second 
time. The extra damage is 
negligible, but it's also free, 
so why not? Against larger 
enemies like Treants, you 
can jump, hit them in the 
face, and hold Y to ’'drag* the 
limp whip off of them for more 


Hold Y for an extra half a second 
far same free damage, 



than one hit. 


A: Jump. 


A in mid-air: Double jump. 


A, A, L: Julius double-jumps, then throws a short-ranged uppercut. This can 
damage enemies, but Julius will often get hit at the same time. The upper¬ 
cut provides a sort of triplejump, but it's nowhere near as powerful as it was 
in Aria of Sorrow. 


D + B: Julius does a sliding kick. Hi is is essentially identical to Soma's 
kick, and can be used for many of the same purposes. 


L: Backstep, Julius simply takes a big step backward. His giant floaty 
backstep from Aria of Sorrow is sadly AWOL; Alucard apparently stole 






Julius Belmont's Subweapons 

Axe 

The infamous Belmont axe attack, this is much like the first-rank Axe Armor 
Soul, with the same drawbacks and uses. 

Holy Water 

Julius throws a bottle of holy water, which bursts into flame as it hits the 
ground. The flame wave will travel a short distance before fading out; if it 
hits a wall in that time, it'll disappear. 


As usual, this is a potent and readily abusable weapon against ground-based 
opponents. lt r s excellent for whittling away at large enemies' health. 

Crucifix 

Another classic weapon from the Belmont family arsenal, the Crucifix travels 
across half the screen before returning to Julius's hand. Any creature struck 
by the Crucifix suffers Holy damage. If Julius fails to catch it, it'll continue 
traveling until it goes offscreen. 

The Crucifix isn't as powerful as you'd think it would be. It'll usually multi hit 
if you peg an enemy with it right at the limit of its range, when it's about to 
return to Julius's hand. You can also toss it in the opposite direction of your 
target and jump over it as it returns, in case you need a ranged attack. 


Grand Cross 

This has been significantly 
powered down since Aria of 
Sorrow. In that game, Julius 
was invincible the moment 
the move started. Here, 
he'll spend a long moment 
charging up to release the 
Grand Cross, and if he's hit 
during that time, he'll lose 
the MR and the Grand Cross 
won't go off. As such, you're 
usually better off not using 
it; there are more powerful 
options available to you now, 
and Yoko has most of them. 

Note: Julius has no 
magical strike . 



The Grand Cross is powerful, but 
risky and hard to use. 




Yoko Belnades's Moves list 

Y: Yoko swings her staff. This has very short range, but Ft's fairly fast and 
has an art of descent like an Axe or Great Sword, 

D + Y: Yoko throws a crouching mule kick. This is a little faster than her staff 
swing, and her foot travels up far enough that it can actually hit enemies 
thafre slightly above her. This can come in handy when you're crouching 
underneath an enemy's attack. 

B: Jump. 

B, B: Double jump. 

L: Ybko does a backward cartwheel. This is fast, but it takes Yoko further 
backward than any other character's backstep. Be careful that you don't 
throw yourself off the edge of a platform. 

Mote: When Yoko hits an enemy with her staff, she regenerates a small 
amount of HR She'll regenerate the same amount of HP each time, even if 
she only does one point of damage or if the enemy guards against the at¬ 
tack. 

Shell even regenerate if you hit an opponent that isn't a viable target at the 
time, like the Bat Company in mid-metamorphosis or a Homonculus that has 
yet to emerge from its compartment. Oddly, if Yoke gets cursed by an Imp, 
she'll regenerate HP with every swing she takes. 

Yoko can only regenerate once per attack, even if her swing hits more than 
one enemy. 

1st level: +2 
9th level: +3 
15th level: +4 
25th level: +5 
33ref level: +6 
41st level: +7 
50th level: +8 

Yoko will gain another point of regeneration every seven to nine levels 
thereafter, to a maximum of +12 at 99th level. 

Mote: Yoko doesn't have a v, triplejump fl like Julius and Alucard do. She has 
no magical strike. 




Yoke Befnades's Subweapons 

Holy Flame 

This is a quick explosion of fire From Yoke's outstretched palm. At point- 
bid nk range, it can hit twice before the flame dies Gut, and it has a bit more 
punch than Julius or Alucard's normal attacks. (As a general rule,, ifll do 
maybe 140% of the damage of a whip or sword strike.) It r s mostly useful to 
exploit certain enemies' vulnerability to fire, but that point'blank damage is 
nice. This uses up 20 HP. 

Blue Splash 

Yoko poses for a moment as five giant icicles appear in a 180-degree arc 
around her, A moment later, they fly off in five directions, each icicle going in 
a straight line. Blue Splash uses 40 MR, 

Soma never got an effective ice attack, apparently because Yoko stole it. 

The Blue Splash does a lot of damage, even against enemies that're theo¬ 
retically strong against ice g 

attacks. If a target happens Mgi 

to be weak against tee,.. ^—jr* 

well, it's goodnight, Irene. . . ■ 

The individual icicles move 
just slowly enough that they 

can. hit particularly large en- ^ l|PJ| 

Splash while Paranoia ^ 

is directly above Yoko, it'll 
take two hits from the verti- 
cal icicle. 1 


Blue Splash has one small The Holy Lightning may took better, 

problem, however, and that's but it * all about the tee. 

its lag time, Yoko is defenseless 

and immobile in the second or so it takes the icicles to appear and fire. The 
icicles aren't lethal until they fire, so any enemy in the area has a sizable 
window in which to wade in and hit Yoko. It's probably the last thing that 
enemy will ever do, but they can and will still do it. 

Holy Lightning 

For just 80 MP, you too can destroy whatever it is you're fighting. 

This is a win button against many normal enemies, especially Armors. Yoko 
fires three globes of electricity that home in on enemies in the area, each 
of which will hit several times before fading away. The Slue Splash tends to 
jt do more damage with a single hit, but Holy Lightning can clear an entire 
ra room in seconds. 







Alucard's Moveslist 


Y: Alucard swings the Alucard Sword. Tilts is a fast stab, like Soma's Katana, 
and has many of the same advantages. Its ATK stat is 55. 

D/F +■ Y: Alucard swings his sword at a downward angle. This is useful for 
hitting small enemies like Unes. You can use this in the air. 

A: Alucard glides to the other side of the screen, swings bis sword then 
returns to his original position, This Is much like the Cutall's magical stmre. 

B: Jump. 

B, B: Double jump, 

B, L: Alucard does a vertical superjump. This works almost exactly like 
Soma's Hippogriff Ability Soul. 

L: Alucard does a quick back- 
step, in much the same way 
as Julius. 

Alucard's Subweapons 

Fireballs 

Alucard spreads his cloak and 
launches three fireballs, Each 
fireball can hit independently 
of the others, so you can nail 
a single enemy up to three 
times. However, any viable 
target will stop and extinguish 

* fi L^.cl ;*r „„„„„ Alucard doesn t have any of his eld 

a fireball, whether its an enemy „ , ._ _ . r 

. , spells, but his fireballs are potent, 

or a torch. 


Alucard's fireballs can't be used in the air. 


The Holy Lightning: also known as 
the M I Win." move 


Against bosses Yoko's size, 
such as the Zephyr, Holy 
Lightning's a waste of HP, 
but against larger opponents 
like Great Armors or even 
Gergoth, it's invaluable. 
However, it also uses up a 
whopping SO HP Even at 
high levels, you'll need to 
make your shots count. 


Note that Holy Lightning 
can be used to activate the 
spotlight in the Pinnacle and 
summon the Moth man. 





Bat Form 

Alucard transforms into a black bat. You can use this to get through the 
small gaps that Soma used the Puppet Master Soul for, and, of course, to fly. 
More importantly, you can use this to hover in mid-air, thus avoiding attacks 
[ike Death's giant skulls. 

Note: Alucard has no sliding kick, and he's lost all his spells from Symphony 
of the Night 

Leveling Up 

fn Ana of Sorrow, you could improve Julius's stats by picking up the orbs 
that dead bosses dropped. That system's been jettisoned in Dawn of Sor¬ 
row, in favor of a level-up system based on Soma's, 

You get roughly the same amount of EXP for defeating enemies in Julius 
Mode as you do in the main game, but in Julius Mode, you have no status 
screen. As such, you never quite have any idea how far you've got to go 
until your next level. The best way to powerlevel is usually to go find some¬ 
thing big and dangerous, like a Stolas or a Final Guard, and pick on it until 
you level up. 

Walkthrough 

Just as in Aria of Sorrow, Julius Mode is the perfectionist's version of the 
game. Soma coufd afford to be reckless and take a few extra hits, because 
you were probably carrying a full load of Potions and food. Julius doesn't 
have that fallback, You'll need to turn your game up a notch, watch enemies' 
patterns, and learn how to take them out with minimal danger to yourself. 

One thing you'll notice early on is that Julius Mode is, to a large extent, 
Yoko's house. She's physically weaker than Julius or Aluca rd, with lower ATK 
and DEF, but her spells and regeneration more than make up for the tack. 
Besides, iit's Julius Mode. You're not supposed to be getting hit anyway, 

(If you really want to challenge yourself, you can deliberately avoid Yoko's 
shop in the Lost Village, and try to clear Julius Mode with only Julius and 
Aluca rd. Good luck.,,) 

You'll begin the game as Julius, alone and standing outside the castle. Your 
goal is to explore the castle and defeat all the bosses. Once they're aft gone, 
the seal on the entrance to the Mine of Judgement will be broken, allowing 
you to confront Death and open the way to the Abyss. 

(Note: Paranoia is a completely optional encounter in Julius Mode. You don 't 
have to beat him to open the Mine of Judgement.) 

Once you've gotten through the Abyss, you can confront the reincarnation of 
lk tL Dracula,,, and defeat him once again. 




Notes on the Castle 








* Hie water's drained out of the spike corridor in the Subterranean Hell You 
can get through it using Alutard's bat form. 

* You'll only fight Dario once, in the Garden of Madness. When you reach 
the top of the Pinnacle, you'll fight the Agnis instead. 


Between Julius and Alucard, you've got all the moves you need to reach 
every room in the game. A few things have changed since Soma was here, 
so you won't need any of his specialized Souls to explore the entirety of the 
castle and get 100% completion. 


* At the east end of the Lost Village, the wall near the mirrored area has 
cottapsed. Soma needed the Paranoia Soul to reach the room at the end of 
the hall, but Julius and company can simply walk through. 


* The Cursed Clock Tower is incredibly dangerous in Julius Mode, since you 
can't heal as readily as Soma can, Yoko's backstep is a big help against 
both the pistons and the revolving spikes. You can also regenerate a bunch 
of HP very quickly by letting an Imp curse Yoko, It's a little weird, honestly, 
but hey, free healing. 


* The door between the Condemned Tower and the Pinnacle is once again 
locked. To open it, you must defeat Gergoth and get the Tower Key. 


Boss Notes 


Since you don't need to explore 
the castle in any particular order 
in Julius Mode, you can pretty 
much make a beeline for all the 
bosses once you've found Alu- 
card. You'll probably want to take 
them in order, though, so you can 
level up along the way. 


Flying Armor 

Recommended Character: Julius 


The Armor is Axe bait, pure and 
simple. It's slow and has an 
inherently predictable pattern. If 
you run in here as fast as you can, 
you may have a bit of a problem, as 

one or two hits will cost you the round. Even then, however, as long as you 
watch it carefully and attack from a position of safety, you'll be fine. 


Yqu'IE run out of MP early on, but: 
e Flying Armor's not a real threat. 






A few shots of Holy Lightning 
to the face will sort Balore 
out, but you'll run out of MP 
well before he drops. Once 
that's done, switch to Julius, 
keep dodging Ba lore's fists, 
and apply the Vampire Kilter 
to Ba I ore's Face. This is a 
warmup bout for the serious 
bosses to come. 


Balorc's a lot of sound,, but not 
much fury. 


Dmitrii 

Recommended Character: 

Julius 

Dmitrii will begin the encoun¬ 
ter using the Malacbi Soul, as 
he did when you fought him 
as Soma, Unlike that encoun¬ 
ter, you can doublejump now, 
so it's not that hard to dodge 
the darkness globes and 
pummel Dmitrii. 

He'll ditch Malachi to mimic 
any subwcapon attack you 
hit him with, however. Of 
your available options, you're 
better off nailing him with the 

Holy Water,, since you can hop over each small wave and keep dropping 
flames on his head, Dmitrii with the Holy Lightning is kind of our nightmare 
scenario here, 


M alphas 

Recommended Character: Julius 


Soma's brought Dimitri i back for an 
encore presentation. 


1 have two words for you 
you: 


'Grand Cross," Then I have one more word for 


"Axe." If you've leveled Julius up at all, he'll dismantle Malphas in a 
of minutes. This Malphas is a bit more aggressive than the one Soma 
(he'll use his wave of ravens from the beginning of the fight, rather 
than waiting until he's nearly dead), but Grand Cross can damage him 
faster than he'll damage you. 


Salore 

Recommended Character: 
Yoko/jSus 
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Yoko's Blue Splash just rips 
Dario to pieces, and her speed 
and high double jump let her 
easily evade most of his attacks. 
Chances are that Dario will keel 
over well before you run out of MR 
Just keep Blue Splashing. 

The only attack of Dario's you 
need to watch out for is his 
hand-firehalf; while this attack 
was nearly harmless when you 
were playing as Soma, its speed 
leaves Yoko at a disadvantage. 

If you see Dario go into the 
fireball, stop attacking and im¬ 
mediately crouch. 


Belmonts are apparently Malphas's 
nature! predator. 


Dario 

Reccommended Character: Yoko 


Puppet Master 

Recommended Character: Julius 

There's no real margin for error 
here, as one or two trips to the 
iron maiden could cost you the 
game. Hitting the Puppet Master 
itself is something you do while 
you're waiting for its puppets to 
materialize. 


The advantage to using Julius 
is that unlike Alucard, he has 
a backswing. You can cover 
yourself fairly well from the 
falling dolls with his Axe and the 
overhead arc on the Vampire 
Killer, and when you leap up 
to destroy one of the puppets, 
you'll damage the Puppet Master 
as Julius's hand goes back. 


Girl power, baby. Oh yeah. 


The do Els are chump change. Its the 
iron maiden you need to watch out For. 


By the end of the main game, 
Soma's owned Dario pretty 
badly. Mow it's time to complete¬ 
ly emasculate him. Yoko will kick 
Dario's teeth in and make him 
like it 





Rahab 

Recommended Character. 
Julius 


This is really just 
embarrassing. 

Rahab can do nothing to 
damage you if you're stand¬ 
ing in the corner of the room 
directly underneath your 
point of entry to his lair. Walk 
inside, drop down, and watch 
as Rah-ab J s entire offensive 
routine completely fails to come 
anywhere near you. Julius can quietly and systematically whip it to death 
without moving from this spot. 


Woohoo) We cat tonight! 


Gergoth 

Recommended Character. 
Yoko/Alucard 


When in doubt, powedevel. 

Gergoth has a lot of HP and 
do-es tons of damage per hit, 
so you'll have to outlast him. 

Open the fight with Holy 
Lightning, then watch for 
your opening. If he tries for 
a body splash or a bite, you 
can duck underneath his 
chest cavity and only take 
one weak hit, if that. By 
k the time Gergoth stands 
back up, you can regenerate 
most of the damage from that hit by repeatedly kicking him in the junk, 


and you smofl... and you stepped 
on me... find... 


fftElli 




If he goes for the death cloud, hug the wall and hope you're in a safe spot. 
The cloud does a lot of damage, and if you get hit at all, youJI probably take 
at least two shots from it before you can get clear. If you're in a position to 
do so, fire off a Holy Lightning the moment the cloud appears, and you can 
get rid of a lot of it before it has the chance to damage you, 

Finally, there's the giant beam o' death, You could tuck yourself in at his 
ankles and hope you've found the safe spot, or run through his legs, taking 
a hit, and start pommeling Gergoth from behind white he's firing the beam, 
The good news is that while he's blasting, you can heal up by beating his 
hindquarters with Yoko's staff. 

Once the floor goes out, you're actually in better shape than you were be¬ 
fore, How you can dodge most of Gergoth's offensive routine by super]ump- 
ing over it as Alucard, Use that to avoid taking some of the hits that you 
couldn't dodge before, and keep up your offensive pattern, Once Gergoth 
hits the ground, you've almost won this fight 

Zephyr 

Recommended Character: Alucard 

Julius is a bit too slow and the start-up time on Yoko's spells is too long, 
Alucard is just the balance 
of speed and power you 
need to win this fight easity, 

Dodge Zephyr's leaping and 
rushing attacks, then nail 
him with Alucard's triple fire¬ 
ball when he tries to stroll 
across the room, Don't try to 
just spam him with fireballs, 
or you'll get punished by 
his time-stopping counter¬ 
attacks, Use a hit-and-run 
fighting style; run in, swipe 
him with the sword, then 
dash out and wait for a And if I still had my spells, I'd beat 

fireball Opening. your ass even faster. 

If you're wounded or you don't have the patience for all of this, you can use 
the same exploit here that you used in the main game. Run to one side of 
the room, wait for Zephyr to dash after you, then jump over him, slash him 
in the back, and run to the other side of the room. Repeat. 













Sat Company 

Recommended Character: Yoko 

The difficulty with the Bat Company fight in Julius Mode is that there's just 
no room for dodging. Even the fight with Gergoth offered a basically reliable 
safe spot, but you get no 
such comfort here. 

The trick to winning is to 
use Yoke's spells to kill Bat 
Company so fast that your 
lack of room doesn't mat¬ 
ter much. Open up with a 
salvo of Holy Lightning, then 
switch to Holy Flame, Yoko's 
floaty jumps are perfect for 
dodging the moai head's 
projectiles, her backdash can 
expertly get her out of the 
way of the giant bat, and 
with a bit of luck you'll find she 
can easily jump over or slide 

under the giant hand. Hammer Bat Company with spells as fast as you can 
when you're not dodging. To win this fight, you really need to be able to put 
Bat Company down in around a minute, preferably less, 

Aguni 

Recommended Character: 


If only she could equip shield-bits. 


'i 


Yoko 


Yoko has two advantages go¬ 
ing into this fight. One is that 
she doesn't have to spend as 
much time in the air as Soma 
or Julius would, since you 
can nail Aguni pretty much 
at will with Blue Splash. The 
other is that Bfue Splash can 
do 200+ points of damage a 
hit to Aguni, and it's almost 
impossible to miss with it. 


Aguni is easier in Julius Mode, 
thanks to Yoko'5 ice magic. 


The trick is to choose your 
You're not in any 
so get a feel for Ag uni's 

and stay out of his way. The best time to hit him is right after 
done his dive attack and the ensuing wave of flame has died out. If 
time it right, a single icicle may even hit more than once. 






I hate to sound like a broken record, but, well. Blue Splash. If you try to 
up in melee with the first form of Paranoia, he'll clobber you. Use Yoko's 
to stay away from the first 
Paranoia while bombarding 
him with icicles. 


While you're fighting Death's first form, focus on getting by without taking a 
hit, Never get too close to one side of the room or the other, or hell corner you 
with his scythe rush. The best time to hit him is when he's attacking with his 
duplicates; stand between the blasts and bombard him with icicles or lightning. 
If he r s just floating around, batter him with Yoke's staff. 

Once he changes forms, 
things get harder. If you 
get the opportunity, such as 
when Death's scythe is on 
the way back, hit Death with 
Yoko's ice spell. Otherwise, 
you'll need to switch to Alu- 
card, since his bat form is the 
only way to dodge Death's 
giant skull attack, 

When Death starts tossing 
his white bolts, doublejump 
up by Death and turn into 
the bat, then stay there until 
the fourth skull disappears. You. 


Death's first form is easy. It's his 
second form that'll kill you. 
could also hammer on L to keep superjumping Into the ceiling, but the timing 
on that's a little tricky. You're safer as the bat.. 


Remember, if Death dies while the skulls are out, the skulls are still lethal 
until they vanish on their own. 


Paranoia 

Recommended Character: Yoko 


When you start fighting the 
second Paranoia, it's im¬ 
portant to avoid its blasts. 
Watch the mirrors just before 
Paranoia fires his laser; they'll 
flash briefly in sequence. This 
indicates where the laser will 
go, whichll make it easier to 
avoid. Once you've survived 
that, keep punishing Paranoia 
with Blue Splash. 


Death 

Recommended Character: 


You don't have to fight Paranoia, but he's 
worth some decent EXP, so why not? 
Yoko/Atucard 





Abaddon 

Recommended Character: Julius 


Here's where Julius earns his keep. The only way to survive Abaddon's locust 
swarms is to tuck yourself into the room's safe spots. 

Julius's big advantage here is that he can sometimes create those spots with 
well-timed blasts of Holy Water, while simultaneously damaging Abaddon. 

It's not much help, honestly, but it might be enough to keep you alive. 

Each of Abaddon's swarms has a particular spot where you can crouch or 
jump to avoid them. The horizontal TS U" shapes can be dodged by crouching 
in the corner, opposite of where the wave emerges, while you can avoid the 
falling vertical "curtain" formation by standing in the corner of the screen 
underneath the wave's point of origin. Tire big vertical "U" shape is the 
easiest to dodge of the lot, as you can either jump up to the center of the 
ceiling or hug the wall on either side. 


The straight line of locusts is what you really have to watch out for. Some¬ 
times you can simply crouch under it, but the further the line travels, the 
more it spreads out. You're better off throwing out Holy Water and destroy¬ 
ing as much of the line as you can with the wave of flame. 



While you're avoiding the locusts, occasionally take a moment to take a 
swing at Abaddon with 
whatever's handy. Holy Water 
is an excellent choice, as it'll 
do as much as 200 points of 
damage per shot, as well as 
destroying any locusts in 
the area. 


Just be patient and stay out 
of the locusts' path. This 
fight depends largely on luck, 
reflexes, and pattern memo¬ 
rization, and you won't win it 
guickly, If you aren't having 
any luck, go find a Stolas and 
let it summon Erinys until 
you've leveled up a few times. 


Each wave of locusts has a safe spot. The 
question is whether you can reach it. 


You're almost done with Julius Hode. Even though this is the spoiler section, 
we're going to refrain from showing shots of the final two bosses, You really 
have to see these for yourself. 





The Dark Lord 

Recommended Character: Julius 

The new dark Jord of chats is accompanied by Gaibon. He likes to teleport 
around the room Dracula-style. If you're close by when he appears, hell attack 
with an effect similar to the Great Axe Armor Bullet Soul. Gaibon usually sticks 
close to its master, and will occasionally attack independently. 

If you're playing with the sound off, turn it back up now. Gaibon will roar and 
open its mouth right before it rushes you. If it's offscreen, the roar is all the 
warning you get. Fortunately, you can avoid Gaibon with a double-jump, or by 
running away. 

You really need to lake the dark lord out without getting hit, as you'll need every 
HP you can spare against his second form. The best way to do that is to tag him 
from long range with Julius's whip, or drop Holy Water on his head right before 
you run away. If you play it safe, you can take him out surprisingly easily. Your 
biggest problem is if be teleports when you're standing too dose to a wall. If that 
happens, get past him as fast as possible, before you're caught between Gaibon 
and the dark lord's axe, 

Dracula 

Recommended Character Yoke 

Okay, hands up. Who didn't see this corning? None of you? Okay. 

Most of the reborn Dracula's attacks are insanely difficult to avoid, but you 
can get out of their way with enough practice. As a general rule, they all have 
enough hit power that an individual character's DEF doesn't matter; whoever 
you're using, if Draco!a hits them, will get the taste smacked out their mouth. 
Count on taking at feast 120 points of damage from any single hit. 

Of course, most of that only applies if you're standing in front of Dracula. He's an 
all-consuming engine of destruction... as long as he can see you. If you get be¬ 
hind him, all you have to worry about is a salvo of darts from his Harpy familiar. 

When Dracula first appears, drop some Holy Water on him for the cheap dam¬ 
age, then switch to Yoko, When Dracula jumps, turn around and quickly hit L. 
Yoke will cartwheel underneath Dracula's legs, completely avoiding his swarm 
of dangerous Larvae. If you then dodge forward a bit so you're standing right 
underneath the Harpy, you'll even be able to avoid the darts. 

How, while Dracula's turning around, use Blue Splash and Yoko's staff to pummel 
the snot out of him. This isn't going to be a fast victory, but as long as you avoid 
his l,arva e/flame wave combination, you'll be able to beat Dracula once again. 






Mot all weapons are created equal. Some weapons in Dawn of Sorrow 
have special magical strikes that separate them from their more common 
equivalents. It's worth keeping many of them around simply for the extra 
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tactics that they offer, 



Cutall, Cmquedla 

Soma teleports to the left side of the screen, 
stabs once, then returns to his original 
position, This looks and acts much like Julius's 
aid backstop from Aria of Sorrow (as well as 
the Osafune and Masamune Katanas from 
Symphony of the Night), and can be used as a 
handy instant countermove. 


Claimh Solais 

The Claimh Solais's blade grows to 
massive size right before Soma swings it, 
expanding the sword's hit zone to roughly 
half the screen, 


Death Scythe 

Soma unleashes one of Death's giant skulls 
for massive damage. This is the second most 
damaging attack in the game (only a fully 
charged, maxed-out Skull Archer arrow has 
it beat), and is all the moreso since it can 
be used in an easy, powerful combo. Swing 
the Scythe, then hit B to send out the skull. 



Presto: you just did about 500 damage to 
some poor schmuck. 










Trident 

Unlike other Spears, a Trident's magical strik> 
a 1 unging stab, much like that of a Sword, Kmre, 
or Rapier, 
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Vai manway 

The Va I manway has no magical strike. Its 
standard attack is powerful enough as it is. 


Going nir 

The spear's head emits a massive beam of 
lightning that goes full-screen. Like the Death 
Scythe, this is very combo-friendly. 


Ice Brand 

Soma unleashes a short-ranged cloud of 
supercooled particles, whichll hit for Ice 
damage. 


Laevatain 

A large fireball explodes from the end of the 
sword r scorching anything within its range. 


Muramasa 

Unlike other Katanas, the Mura mass's magical 
strike hits twice at its full, usual range, and 
both hits do slightly more damage than its 
standard attack. 
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What would a Castie vania game be without some good old-fashioned 
secrets? There are a lot of mysteries locked inside Celia's castle, and at 
this point, were pretty sure weVe solved them all. Here are a few tips to 
unlocking these for yourself. 


GBA Connectivity 

If you start a new game of Dawn of Sorrow with a copy of Castievania: 

Aria of Sorrow in your Nintendo DS's GBA cartridge slot, you'll unlock some 

bonus content. 

• Soma will begin the game with a Heat Strip and some Spoiled Milk in 
his Items inventory, as well as the usual three Potions that he always 
has. 

■ n y. ■ You'll also begin the game with' a Rare Ring accessory, which'll boost 
your LCK by 5 and improve the rate at which monsters drop rare 
items. 

* Finally, there's a cute super-deformed Hina Doll on the shelf in Yoko's 
shop. The Mina Doll will appear in all games on your cart as long as 
Aria is in the DS. 


A note for those of you who imported either game: this secret only works 
if both cartridges are from the same place. You can't pull this trick off with, 
say, a Japanese copy of one and an American copy of the other. 

Secret Rooms 

Every castle has secrets. In Celia's castle's case, it's that some of the castle 
is inexplicably sealed off behind none-too-sturdy stone walls, which'll 
collapse given the slightest provocation, These rooms represent about 0.9% 
of the castle, which makes them of obvious interest to completionIsts. 

To explore 100% of the rooms in the castle, you'll need to find these secret 
rooms. None of them are in terribly obvious locations, although you're sure 
to find one or two of them by complete accident (especially if you're in the 
habit of using the Axe Armor Soul). 






In the southeastern part of this area, in 
the room with the five Zombies, toss an 
Axe at the floor Youll break through into 
a secret room that contains Corn Soup 
and a moneybag, 

From that secret room, head back up 
and go right. There's a mirror in the 
background; enter it. You can then pass 
through the wall into the other side of 
the room to get the Tear of Blood. 


Wizardry Lab 


0 


In the long corridor lined with crystal blocks, 
look at the ceiling about halfway down. rt r s quite 
difficult to reach this 
room without the Bat 
Company Soul, but 
inside, you'll find a 
plate of delicious 
Foie Gras. 


In the room where 
you found the combat 
knife, you can enter 
the mirror to pick up 
the Rosary- Mirror rooms count toward your map 
percentage, so you'll want to uncover them along 
with the hidden rooms. 


You can remove much of the guesswork from this process by equipping the 
Peeping Eye Enchant Soul, which 11 make secret rooms' entrances glow with 
an unmissable white tight. 


The Lost Village * 





&ttrtt«s - Mitten sittiff 



Garden of Madness 

There's a Save Room near the area 
where you fight Dado for the first time, 
From it, go west, through the room 
with the Treants, until you encounter a 
Corpse weed in the second room west. 
Toss an Axe at the ceiling to reveal the 
entrance, but you cannot enter it until 
you get the Bat Company Soul. Inside, 
youlf find the Ninja Suit, 


Dark Chapel 

There's no secret rooms tie re, but there is a 
mirror in the room where you found the Red 
Scarf. Enter it to pick up the Megingiord, 


Demon Guest House 

As you emerge into the 
Demon Guest House from 
the Garden of Madness, 

_ _ J ) ! attack the ceiling to 

J - 1 reveal the entrance to 

a room containing the 
Rune Ring. 

Backtrack to the room where you got the Ring 
Mail earlier. Enter the mirror to pick up 
Dracula's Tunic. 
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Look on the wall behind 
the waterfall. You'll need 
the Bat Company or 
Hippogriff Souls to 
make the climb 
to it. Inside, 
you'll find the 
Ever sing armor. 

Getting to this 
one is a bit 
of a pain. 


Subterranean Hell (Hidden) O’ 

Technically this secret area starts in 
Subterranean Hell, runs under the 
Wizardry Lab, and ends in the Lost 
Village. We'll just consider it part of 
Subterranean Hell for the sake 
of argument. 

After you pass through the spiked 
corridor in the Subterranean Hell, head 
west until you reach the vertical hallway 
full of Ghosts. There's an invisible maze of girders blocking passage up 
this shaft, but you can see the girders when a Ghost flies over them. Equip 
Draghighnazzo before you scale this hallway, so you may make your jumps 
without getting knocked silly by a Ghost, and keep working your way west. 
You'll reach a long vertical shaft guarded by a White Dragon; at the top of 
the shaft, you may hit a plunger to knock a hole into the floor of the 
Lost Village, 


Along the left wall of this .shaft, near the top, youll find a secret door: Inside 
are several Axe Armors, a Great Axe Armor, a plate of Caviar, and a short 
passage that leads to another plunger. This, too, will let you return to the 
Lost Village, just outside Yoke's shop. 


Subterranean Hell 





Silenced Ruins 


Return to the room where you found the 
Mana Prism, and enter the mirror. A Super 
Potion is waiting for you.. 




The Pinnacle 


All of these hidden rooms are mentioned 
In the Chapter 9 Walkthrough, hut well 
go over them once more here. 

Hippogriff-leap to the top of the large 
room at the top of the vertical shaft filled 
with Guillotiners. Attack the wall to open 
up an area containing the Durandal, 

Attack the floor of the room just outside 
the Teleport Room, You'll open up an 
area containing the Truffle. 

Attack the ceiling in the area just outside 
of the Pinnacle's boss room. You'll find 
an area containing Satan's Ring and the 
Fragarach, 

if you're not at 100% map after visiting these rooms, you're at least 
going to be really close. 


Cursed Clock Tower 

Enter the mirror in the room where you 
Found the Scale Mail before to pick up 
the Platinum Stud. 




The Hidden Monsters 






Three of the monsters in Dawn of Sorrow are either hiding, or aren't 
conventionally accessible, They won't appear on their own, If you wart to 
fight them,, and thus get their Souls, you'll need to use other monsters' souls 
to draw them out. 


The UMA tabloids you can find throughout the castle hint at the locations 
of each of the three hidden monsters, but the headlines-especially the 
maddeningly vague headlines of 3-1, 3-2, and 3-3--can be a little difficult to 
decode. Fortunately, we J ve got your back. 


Yeti 


Return to the front yard of the castle, 
where Soma spoke with Hammer at the 
start of the game, and equip the Waiter 
Skeleton Bullet Soul. Toss a plate of curry 
on the ground, and the Veti will leap 
out of the background to chow down. It 
won't stick around or attack you, but it'll 
he taking damage from the curry plate, 
so you'll just need to pull out something 
fierce to finish the job. 


Flying Humanoid 

Hi is monster's only visible in the distant 
background of the room between the 
Zephyr's lair and the nearby save point 
To dispatch it, use the Mandragora 
Bullet Soul, 


Mothman 

In the Pinnacle, you'll encounter a pair 
of Final Guards standing on either side 
of an unlit spotlight. Hit the spotlight's 
generator with a bolt of lightning 
from the Rycuda Bullet Soul, and the 
Mothman will appear. If you don't get 
its Soul on the first try, you'll have to 
dispatch at least one Final Guard to get 
back to the spotlight. 








Other Secrets 

There are three items concealed in Dairrt Of Sorrow that are, essentia I ly,. 
trophies. They've got no real purpose except as in-jokes and proof of your 
absolute mastery of the game. They are here, though, so let's talk about 
how to get them. 

You can get these items in both the main game and in Julius Mode. 


The Hidden Bell 


Once you get the Hippogriff 5oul in the 
Abyss, return to the bell room in the Dark 
Chapel. As you enter the room from the 
west, superjump up into the first bell you 
reach. When you do so, a special Self will 
fall out. This item has no EXP value, and 
cannot be used. 

Trophy #1 is yours! 


The Hidden Crown *z& 

In the huge vertical portion of the Demon 
Guest House--the part with alf the 
chandefiers--head up to the second room. 
There's a small bedroom in the southeast 
corner of this room that contains a single 
Waiter Skeleton and a chair. Sit in the 
chair for a few seconds, and the Crown 
will emerge from the ground, just like in 
the original Castlevania, Like the Bell, it 
has no EXP value and cannot be used, 

Take a seat, Your reward will be out 
shortly. 


m 

SUM! 
























The Hidden Konami Man ' M 

Hi is old-school Ko na mi mascot is hid den 
in the Cursed Clock Tower. Visit the room 
occupied by a single Slime and Tanjelly, 
and then crouch in the spike-free area for 
one second, Konami Man will fly across 
the screen in all his 8-bit pixefated glory, 
Stand up and catch him to add him to your 
collection. 

Remember,, he won't give you anything if 
you hit him. 
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The Giant Piano 

You'd think this'd he a puzzle, It isn't, 

If you're like us, you'll spend about two 
hours playing with the giant piano in the 
Demon Guest House, trying to figure out 
what kind of amazing, intricate secret 
something like this conceals. 

As it turns out, it does not conceal any 
kind of secret at all. 

It is "just" a giant piano. This is perhaps 
the most devious secret of a If. 


The Strength Test ±> w - =-- 

In ore of the side passages in the 

Subterranean Hell (see pg, 74), there's ^ 

a seesaw on the ground. One of Julius's 

hints will relate to this puzzle, which is ; & ; -•— - 

actually a test of strength much like the 

one you might've seen at a carnival. • _ 

The strength of the Hammer you hit c,. ■ :h ’ 

the seesaw with will determine the __ • ■*--r*r*m* 

height to which the ball rises, If you 

smack the seesaw with a plain Mace, you'll get a Potion; if you upgrade 
to a Morgenstern, you'll get a Hi-Potion; and if you come back here with a 
Mjolnir, you'il hit the third and last bell and earn a rare Super Potion. 
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Tactical Soul Combos 


Some of the Bullet Souls and Guardian Souls work well together, whether it r s 
because of the monsters' association or some thematic link. When you equip 
certain Bullet Soul with a certain Guardian Soul,, you can pull off a Tactical 
Combo that'll produce a brand-new effect. This 
you press R to invoke the Guardian Soul's effects, 


Flame Demon + Bat Company 

With both of these equipped, you can 
toss fireballs in bat form, 


Fleaman + Bat Company 

In a bit of a nod to the original 
Castlevania f you can drop FI earner on 
your enemies while you're in 
bat form, 


Siogra + Gaibon 


The gruesome twosome from Symphony 
of the Night return for another go- 
round,,. sort of. While youVe 
got Gaibon backing you up, he'll 
toss one of Slog re's spears at the 
same time you do. 
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Guillotiner + Mini-Devil 

The Mini-Devil will summon a 
Guillotiner at the same time you do 


Your Afura Une fanrtEiiar will produce a 
scatter of Does across- the ground, in 
addition to its usual attack routine. 


Amalarlc Sniper + Skull Archer 

While Soma's charging up his bow, 
the Sniper will appear behind him and 
provide cover fire. 


Fish Head + Needles 

When you throw a Fish Head, the 
Meedles will too. 
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For this guide, we wanted to include an interview with Kona mi r 
hut we wanted to he sure we asked the all the right questions 
— the ones that were burning in the fens' minds. Whet better 
way to do that than to let the fens ask the questions themselves? 
It. seemed reasonable to u$, so we posted an invitation oh Several 
public message boards, fo r people to send their questions to 
us and be answered within this guide. With a bit of luck, we 
were able to have the questions answered by the producer of 
Cast/evanra: Dawn of Sorrow — IGA. 



IGA 

Fteduttf — Qt$!tzvtim 


Cy herAkuma: Will you ever construct a full co-op mode in a 
Caatfe van/a game? 

IGA: Since online games are becoming mainstream, I suspect we need to consider full 
co-op mode regardless of it being off/online. Yet, we have no specific plans as of now. 
I stilt feel Elko focusing more on single player,,. 
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MagnadcrAlpha: Seeing that Cast/evaq/a tales taking place with Soma are set in the 
near future, do you think we'll get a Casttevaftja tide set in the distant future? 

IGA: Maybe something Cyber as a side story series? (laughs) So far. I've only been 
thinking of the near future where Soma is. 

El a nth is: 1$ Castievania in any part based on or inspired by the Vampire Hunter D 
franchise? The first Vampire Hunter D novel came out in 19B3, three years before the 
first CastSevania/Vampire Hunter game, as 1 understand. 

IGA: I can tell you the original Castievania Series never got inspired by Vampire Hunter 
D , Yet, as the series went on and various products came out, I can say that some of 
them were inspired by the novel. Personally speaking, I like D. I can tell you Alucard is 
inspired to some extent. 

Dark Metamorphosis: I've noticed a lack of Castievania products (other than 
games and soundtracks, of course). Does Konami have any plans to make Csstteramp 
m emore pi Ilia? Things like action/gashapon figures, t-shirts, *ct? 

IGA: I wish to make merchandising happen but I'm very busy with development work. 

I hope J can work on it in future. Well, actually, we sold some merchandise in the past 
here in Japan, such as caps and jackets. 

Ashen ran: Why was the resurrect'on of Draeula moved from 1997 (10P years after the 
publishing of Stoker's novel) to 1999 in Aria of Sorrow? 

IGA: I have to let you know, he does not revamp every 100 years. It's said in the myth 
"Every 100 years, when people's faith in God is forgotten'" so I consider it the faith in 
God is the most important part. As you see in the Castievania time line, itfe not 
every IDO years. So Dawn of Sorrow does not have to be set in 1997. Rather; 
what I felt interesting for this setting comes from a prediction by Nostradamus 
that told about a big evil lord in 1999. Since there was a solar eclipse in Eastern 
Europe at that time, don't you think it’s a good story setting? 





Mel: Why didn't Ayami Kajima do the artwork for Da ml of Sorrow? 

IGA: We have Z main reasons. One is because we were asking for her for help with 
Curse of Darkness, our other project. We had to have less work load for her. The other 
is that when we had her design for the GBA game, we weren't able to make it sell 
successfully, although the game itself scored high with reviewers and fans. We asked 
Sales for their thoughts — our conclusion was that GBA hardware demographics did not 
match the Castlevania target age group. As a developer, I was confident that the game 
was not only for mature audiences, so we made a b;g decision to go with an anime 
style, to appeal to the younger audience. 

Cecil-kain: Now, you are on record as saying that Mathias {from Castievania: Lament 
Of Innocence) is indeed the Count Dracula we have known throughout the rest of 
the Castlevania series. Furthermore, we also know that Soma is Dracula reincarnate; 
however, he is not a vampire and appears to hold no Crimson Stone, but he somehow 
manages to collect all of these monster souls. Could you please explain the Mathis/ 
D.racula/Soma connection in some more detail — also what connection, if any, does 
Soma's soul collecting ability have to the Crimson Stone? 

IGA: Mathias becomes a Vampire and leaves Leon and changes his name and outfit 
to live quietly. Ho is ultimately renamed Dracula, which means dragon or evil, Dracula 
spends hundreds of years gaining magical powers and becomes the Evil Lord. In 1999, 
when he diminishes, most of the magical powers are cursed along with the castle, but 
those events did not-diminish his spirit. The soli! Soma inherited is not j List the soul of a 
collector of monsters. He has great power on his own where he could have everything 
under him. At first glance he only looks like he^ just a monster hunter The Crimson 
Stone is the element that changed Dracula into the actual Evil Lord, As a result, he was 
able to obtain humongous dark, magic and reincarnated Soma to utilize it. 




Pfreak: It seems with each new Castlevania game, Dracuia's castle gets more and 
more detailed. Typically how long does it take to design Dracuia's castle 7 
IGA: Mow that our games are being made m 30, we think that there cannot be a Castle 
like this in reality. That's, why we're making it more detailed. To be honest, we don't 
spend a lot of time on it. If you can take a look at illustrations, the tower and castle 
you're fa miliar with are still alive! 


Raphael; What's keeping Rondo of Blood from being ported? I remember an old 
interview mentioning that there's some problems with it. 

IGA: Oh well, we cannot work on the TurboGrafx. We simply need to port this title. 

But porting requires a lot of money, so I think this is the issue. We cannot simpiy 
use the original graphics as is, so more cost is involved. And also, a ported versron is 
always compared to the newest installment of the series, I obviously cannnot have 
several productions going on at once for Castlevania, so I narrowed them down and 
subsequently, Rondo of Blood just never happened. All kinds of projects are in my head, 
but I just need more people and time.., It's a big headache all the time (laughs). 


Ashenian: Many game series (Sonic the Hedgehog, Mega Man , Street 
Fighter) have released anthology colleCborts of their Old games. Might we see a 
Castlevania anthology any time in the future? 

IGA: Hmm, the only problem with Castievania is that they all come out on various 
platforms. Making it fora single platform may be difficult. Maybe we could do some 
NES-only collections? 




Rabite: What are your favorite 3 Castlevama games? 

IGA: Castlevania 3; Curse of Darkness, Castievanta (original}, Akumajo Dracula X: 
Rondo of Blood (sold only in Japan) 
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Ashen ian: Some time ago there were rumors that a possible remake of Casttevama It f; 
Dracula S Curse was in the works. Is there any truth to this’ 

IGA: Well, I had in my head, but hrmn, I just wonder what happened, Since Dracula's 
Curse is one of my favorites, \ would like to keep on thinking about Ihow to make 
it happen. 

Raphael: Are we likely to see more Nintendo D5 Castlevania games? 

IGA: 1 guess l Kaye to do my best to work on it — I mean the game system's made 
already! AH I can say is that if Dawn of Sorrow sells a lot, it will definitely happen, So 
please! Purchase Dawn of 5orrbrd 

Raphael: Can you tell us who the creator of Castlevania was? 

IGA: Since this person no longer works at Konanu, I cant tell you who this person is! 

Raphael: Any plans or ideas about doing a game featuring the legendary 1999 battle 
between Julius and Dracula? 

IGA: I have plans in my head (laughs), When brne allows,. I would like to make it 
happen-. There sre some empty hmelmes in the videogame series, so I would also like 
to consider it for future projects, 

Raphael: Can you end the agerold battle and tell us which was created first.. 
Akumajou Dracula Ramtcom or Akumajou Dracula M5X2? 

IGA: In Japan, P45X came first, but for U5 market, NES came out first. This is 
my understanding. 



Dark Metamorphosis: Are there any older Castlevania games you would 
ever want to remake, or would you prefer to concentrate on making totally 
new Castfevaniatf 

IGA: Making new Cast/evanra games is Important and I still feel the need for jt. 

But since I'm also a fan of the past series, I would like to make myself available to work 
on remakes, too. 
















